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(oy DI @1@)\V,(C oe DL @1@) VGC ha X- Ulan -\on 
ites KO) aN 012 Fa DL@@)\V,\(OMNC HE >) mI axel ilo) aF 
DOOM® VFR, DOOM® for Switch, 
DOOM® Eternal, © 1993-2021 id 
Software LLC, a ZeniMax Media com- 
ele] a VA DL@1@)\\, Valo PNTo INSYol AN Lolk- Fano (=xeln) 
fol ato e-\(ol (=o mm (ole(oMolt- Mate hi(-1k-1o Mm Inele [=e 
marks or trademarks of id Software 
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Bethesda, Bethesda Softworks, Zeni- 
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Media Inc. in the U.S. and/or other 


countries. 


Super Nintendo Entertainment Sys- 
NGM ITaliclale(oMney-\COMMMel aCe MEN ITalicvarele 
SW7icol sl G@OMNe n= We ixelel-Viileld Mola Nilaliclarere) 
of America Inc., which is not affiliated 
with The Doom Master Wadazine in 
any way. 


All articles in The Doom Master Wa- 
dazine are presented under the fair use 
statement, allowed for purposes of crit 
icism, Comment, news reporting, aca- 
demic uses, parody and entertainment 
purposes. 


The Doom Master Wadazine is a 
magazine and personal fan project 
under the direction of the fan-com- 


munity of the Doom Master Wa- 


dazine. © Doom Master Wadazine 


2020 - 2021. 


All the literary and editing work behind 
the magazine are fan-projects of a 
neva olconiimelce( 1M Mal emuslels(or4in-iatelU](e 
not be sold in any way or form nor it 
should be traded for any goods. This 
RM KoLMIK=\-e (on Zil(orele Mrolm o\-1eolale] ME-Yolon 
liye Pale lalate Me Lae Mm ol-1eXeNiTe] ME-Yaliclace]lan 
ment. This magazine can be printed 
only for your own personal use. 
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Issue 16 - regrettably the Newstuff con- 
ol lakame Bm o)(o1 0] x-Mo lam @) Co MES)IT| IN MIKES) oe (0%-) 
station labelled as ‘Netherworld.’ 





Yd Ro Oy 1) rom int-Mal-\racvollifolimodmin= 
Wadazine — this is our first edition 
of this year. This time we welcome 
you with a big round of applause 
to welcome our 2nd edition of the 
Wadazine Awards (Wadawards), 
where we celebrate a plethora of 
fantastic community works created 
by fans of this beautiful game. Of 
course, with an emphasis on the 
NitccleolaVare hy oX-Xel mol miat-Mocollilali nam exUL: 
this time we also hope to expand 
a bit with a more arbitrary set of 
rules, with the goal of simply talking 
about cool stuff from the year without 
aXonvalave CoM K-X-16 oLolUIatoll oN ARTo) 1nl-MCTo) a e)| 
limit. Of course, there will always be 
a limit to the number of writers and 
contributors, but there will always be 
new opportunities for improvement. 
One way or another, this issue is a 
big leap from the last one, and we 
Xo) oX-MVZOLUM Ti LON IMT E=L° LINZ 


TEN Yd-X0 le XO MEES-1- Sal -M of-Yorlalaliate 
ol ae MAT -NWAR=1K0 MN KO] >X-Y-) 11 MEVAO MAN Zo ls 
tucking productive and great, so 
we hope this 2022 manages to be 
as great, or better than the last one! 
it-lccmRMee-ormecolilex-liikelamelilomiallare rs 
ole Mroxel illite Mella mm oXelinmme|Ulollinamelare! 
quantity, which is an absolute marvel 
iol Mola\anKolimel collate Mint-MWZela (ep 


DY-X3 oi eMint-Mel-lKoh amelie myZel lili MILULeSy 
PloY oT MEM MalsleoMelate Malem Adore lord] ar 
amiitore(-Mm (oMRol=)[-1o) coh (Ma litol mCOh-MROl Te) 
passion for this fantastic game - we 
hope you enjoy this edition! We look 
forward to sharing a good fistful 
of history and glory with you, dear 
doomers. So, without further ado, 
welcome. 
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Hello, my fellow refined demons, 
today we are taking a look at two 
ports that fraggin’ suck! Even the 
clo] a <-S mmol am ColcoMmr-Yo] mm ol(ohUlate Mm iate1u 
— that’s how bad they are. That's 
right: We are taking a look at the 
worst mother-humping Console 
Doom ports of all time; It’s none 
other, than Saturn Doom and 
Doom 3DO! These rotten ports are 
already infamous for their filthiness, 
but unlike a certain nerd that can 
fo] <-MYZoLUM ofe lol MoM inl-M oXohIAMWA- Mel t= ile) 
here to get angry - mostly. We are 
here to look into the development 
() | , , % of these two failures, since as you 


lL SY ar Je 5% edge) oXe] ol VA CATON Vo] [x-tolo AMAT MEN Z0 


—— _ | , | ports are tragedies of incompetence 
Ls) | F c \ foo 3 ) and overcompetence. So call me 
/ = SEGA) > . CF% the Angry Console Doom Nerd 


a it ; ISES, LTD. 

= JCENSED BY SEGA ENTERPR , a 

1-25405H Looe AY ON THE SEGA SATURN™ SYSTEM JE | , . while | finish my beer and put on my 
| | chemise hawaiienne jaune, because 


here we go! 
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INCOMPETENT SHREDDING 
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If there is one port of Doom that can be called “rushed” 
oT ake MMMKON'Z=leelahv oX-Xe Bool d oLole[-Mamn | <- Maite an am titolo (-Tai Mme lonley: 
sadly are today, it would be Doom 3DO. Now, this is 
the time where I’d explain the develoment and stuff, and 
| am going to do that. However, the thing is that almost 
everyone (Including demons of the non-refined kind) 
know about Doom 3DO’s story. If you've played Doom, 
VZoLUMYA-Ma at -Yo] co Mola >X-X-] 11M) > © FMW Nive Mii am ZolU Mm at -Xo] Ko MKo] ofol') 
Doom 3DO, you've heard about its catastrophically 
incompetent development. But still, let’s remind ourselves 
about it, for postierity’s sake. And to do that, let’s look 
at the company that produced this port, and its founder, 
Randy Scott. 





Randy ase or* 


Here enters Randy Scott and his company, Art Data 
Interactive. Wait, wait, wait. What's with all the Randies? 
You have Randy Linden for SNES Doom, Randy Estrella 
for PSX Doom and later Doom 64, and now Randy 
NYoloyimcolml XX) 11 e<) > © F moi of-Lo) ol (-Mrilol <-t mem intel ate] (- sem Lal-1e- 
Mem rarelate](-Mo)iMinl-M lolelom rol ay.Vam DYolom [ili-)xe[olh{- Sr ACINNZ-11 
as the new Patreon logo. PATREON CAUSED DOO-Okay 


no, let’s calm down on that conspiracy stuff. 


So, uh, Randy Scott and Art Data Interactive. There isn’t 
a whole lot known about them, but based on the release 
dates of their first game, we can estimate Randy founded 
the company in 1995. And their first game, a port of Rise 
of the Robots for the Jaguar CD, got cancelled. Yeah... 
and that game isn’t very good either. Art Data would later 
get their real start on the 3DO with... Doom 3DO. And 
here begins the tragedy. 
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If you've ever played Wolf3D on a Mac, you may have 
accidentally come across this picture: 





a < t— 


Management Type 
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This is none other than the legend, Burger Becky - also 
known as Rebecca Heinemann. | can’t really talk about 
her much, because we don’t have nearly enough time 
to go through everything she’s done, but just know she’s 
worked on a LOT of stuff. Anyways, Rebecca was hired 
by Art Data to help with Doom 3DO. She was told the 
game only needed a few tweaks, however it turns out... 
They hadn't even started yet. Randy Scott, as the “master” 
developer he was, thought all you needed to make a 
port to the 3DO was to recompile the Doom Jaguar 
code, and to include new weapons, you simply needed 
pictures of them to feed the engine without any other work 
needed...Yeah, no wonder that Rise of the Robots port got 
Xo] aTot=1i(=Yo MMM Lal-MNNZOLEIm Xe] a pam lal= Meo] iT-M\ZoMKolat=Yol0](-Yo mm (ol of 
Rel(-Yokt-Yo Mn cola Glalalsinile Kwa kA so MmToml .<-] ol-Yolerom slooMnil-1k-Mi2-1-1.4 
Tom iol <- Mom iUlavot fellate oXola MN (oN ARO) MOCOLUIES-FEIa- Moco!) (oN TUE, 
have called it quits right there, but instead, she didn’t. She 
pushed through, and unsurprisingly, managed to make 
one of, if not THE worst version of Doom. 
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While the plans for the FMV cutscenes Randy had promised 
in various interviews obviously fell through (Although if we 
assume they would be like this mockup, they would have 
been the only unique feature of the port), one thing that 
creates various arguments as to whether or not Doom 
3DO is the second-worst or THE worst, is the music. As 
you have probably heard of, while Randy wasn’t a good 
oKontt= We {-N/A-1(0) oL-1 mm oN Ao] aNVANaL=Yo] AE MaT-M elo Me MolalUi col Mole] cole[- 
band - | don't even ask questions anymore. As such, 
while he did create the arguably worst port thanks to 
his poor business decisions, he did manage to make the 
best rendition of the original Doom Soundtrack together 
with Bryan Celand and his other bandmates. Was this 
an actual good creative move made by Randy? Nope, 
Rebecca was here to save the day...like everything with this 
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port. Since Doom Jaguar’s music driver was obviously 
incompatible (Aside from the fact it only played music 
fo] MLAT= R= Lalo KO} MNI-N=1 19 FA <-1 oX-ToLeLo Moh <-Xo Mol slo pVancolamelfol|ir-4-to 
versions of the songs to put inside the game. And thanks to 
some crazy miracle of incompetency and time constraints, 
the Doom 3DO soundtrack came to life, offering a new 
ale Laexe Ole] finance <oMoliMiNTeM >X-X°l11 MxolUlalol ixolel @melalo MoM DI-1k-1. 
put it in his Doom Ports video, it resulted in a version of 
the soundtrack that isn’t exactly faithful to the originals, 
adding guitar solos and other similar stuff to many songs, 
and thus making them slightly less carbon-copies of riffs 
from other artists. 


Wve |e, Veen: ewaavo 


So, how did the game turn out after a few weeks?... 
Nexo] IVAN K=Xo] | hVam oLoLo Mil LmRYZolUINY\Zol 1} ma ColM ol(ohVANinl-MRo[o] 1n(-¥No] MOT IN 
acceptable framerate, you have to play in the tiniest 
window ever. While there are cheat codes for a full-screen 
mode (Which was only really available for Jaguar 
Doom and PSX Doom at the time on consoles), it 
runs like garbage. The largest screen sizes were locked 
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behind a cheat code both due to a request from iD 
NYoysavydola-Maxe late im oX-\oLolUKX-W.¢-) o-Yoloto ln ial-Yoldpy4-Yomn i atormint-W eY-ii-16 
hardware that the M2 had (a follow-up console to the 
IDI@) Fan Vol] ke Mo] | ona co) ame oX-Si(-1amN oX-1 aro) muile] aler-Mmmsiolo| NAME LAT~ 
WV SNe KELo1 Ko] 0) oX-Yo MYO MEU Lo] MoM iT Talo MN AT-N1Z-) mato] ©) oX-Tal-YoR 


So, what's the aftermath of Doom 3DO? Well, 
surprisingly, there is a lot to talk about here. Rebecca 
Heinemann continued developing games, (Including 
X= A@) FONE E11 -Yoki- Mo) mm O11] oN lao! |I-YsTo[-FEO MAT ILe CONES 
ol okS-J[o) Mol g-Ye]i-Xo Me MES Yol] ommAVLoXos Mm relalitclitelametolillomm ester (oli 
Ranko), which won many awards as well. In regards to the 
Doom community however, aside from talking about her 
experience at Art Data and the development of Doom 
<] bl o Ma aT-Tamiokimliil ole) acelsumocodalinl olUiirolamnce Mm t-)-Xert lite Mist 
Doom 3DO source code. It would much later be used 
to create Doom 3DO fixes, and most importantly the 
Mordeth Award-winning and Doom 32x Delta-slaying 
eY-YoRim V- ile (-Mielulmicyaitlc-tmelaromey G7) mlitel Ut (ol MRolmetelUlex-)) 
that is Doom 32x Resurrection. Bravo! 
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As for Randy and his “Exclusive six levels of speed”, he 
decided to take his passion for music further after Art Data 
Interactive shut down (releasing only one other game for 
DOS, Chess Wars: A Medieval Fantasy, which honestly 
Tam mn latch am oXole Ms MNoliCo Mm colUlaVe(-Xo Mo Mol aol] ame) MELIIULI (om tel 1fote) 
which was later shut down in 2017 due to him commiting 
lewd acts with two of his 7-year old students. | guess we 
can’t all be winners, huh. 


Alright, so we just took a look at a port where a great 
olcofolcolinlit=lmrrore| WA alolom rom titel <-Molnl-lallilem oXele Mel UI-M rol efele 
business decisions. For this next port though, it’s the tale of 
Mn (=Yo] iso) mre] x-Yolm ol xotel ce] nilil-1em ale NAlile MCoMxelxe] eM lal-TiMN\Zolh.< 
oIVI-Wa CoMNo] AMON Z-1eey-4-Yol Col CMM niTokii-1am ecole] ce] ilil-emm COLUMN of Si(-11 
XonVAc Wm oLoLol <-Yo MAY ZolUI any ofe [ol- MEU] Jam oL-Lore [UET-MR IU -MI-MEe [ol] ile Me) 
Saturn! (Doom) 
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There's nothing you can be told about Doom that you 
don't already know. What may interest you is how 
this new version compares to the existing versions. 
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THE TALE OF SATURN DOOM 


Our story begins in...Uhhh...1997? Back when everyone’s 
favorite [[Number 1 Rated Salesman1997]] was still a 
[[BIG SHOT]], and Chin was slaying the herds of ugly 
Pinkies, Saturn Doom started its development under the 
lead of...Well, we don’t know for sure, that’s the thing. The 
F-Xofolm olxotorceliiliil-1mmolmn l\- Wl oLel mmole!) ool t-Tai NANI li Xele (VA 
ol ake Mat MZokMel o) oLole-Vali Nae loliate meme] «-Yolmlolomel-Coli(-Mint-Milel ili 
deadline. Upon receiving the resources of PSX Doom 
ixolis Wn] DINSYo} ERY Zo] k= Yam X= Re [UI(oL 4h vamiitolatolot-Xo Mm Comm oLUMECofel-Viat-1s 
a hardware renderer adapted to the Saturn that was 
apparently as smooth as the original DOS version. 


But, that’s where the problems began. For you see, 
the Saturn used something called “ idiosyncratic 3D 
graphics”. This basically means 3D games were hard to 
make look good without properly adapting them to the 
console’s constraints. (Which was not any easier due 
iToMn 1al-WRoCol ao) (-M Mm (ole) Qo) MEU] 0) oLola mre) mm il(olabat-NZ-1mm (olalolUTolo[= 















programming, and its parallel co-processor design.) So 
then, he sent the renderer for validation...And one person 
was unhappy. The man, the legend, John Carmack. Due 
to the quad-based texture upscaling the Saturn used, it 
apparently made the game’s textures ugly, and as such 
Carmack forced Bagley to make a software renderer 
instead - and with the even more tightened deadline, we 
ended up with this. 
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Well, it doesn’t look that bad right? Aside from this 
so] ikeXeYAadloXo) diatom slo Mr aiUlx-M late] m koXe) «Molt mola o)lolot-FaniaT- 
renderer doesn't exactly look bad. Oh, but what about the 
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oKontit=) ello h’A-m ©) oN ZLoLUMI An M Zell] (ol of- Male] com COR ilohwa olen line]a 
article, but | can describe it. You know those choppy GIFs 
that skip 90% of every frame to be able to be posted on 
DYE Yoo} go MVALIKOLU MINIM ixek 10] oXo1g] oiolak-malaloh mcm alohwa oleloMial= 
framerate is here. And unlike 3DO Doom, you can’t turn 
down the screen size to go faster. As he quickly noticed he 
WZolU] Col alemm oX-Me] ol(-MoMipaiiat-Micelel-Wxer-MieMiil-\-minl-mer-tore| llal-y 
ATi Mist-Xo comib Ginl-m ecole) (Yum obaelolUl olive Mel MU-Yo] elo Mil mire 
YT of-{-1e Mok Mom oe] ato htolloM ib em aslo Molalhar-CiUlicYom lamiat-Me toll 
oX-TTATO MRS AcTAMMLILOLKoMM UT aLoxe) tice) i(o] o)(-MmESYoMM is1ULol MM IL <= ¢-10X-Torore) 
Heinemann, Jim had to make a terrible port but this time 
not due to incompetence, but due to overcompetence... 
Nite Miatexodinl oX-ti-1alXo Roum aalonu(-tolel-Molminc Motel (ei malelrohiZol icy 
which emulation enthusiasts have also had huge troubles 
replicating.) Some people say 3DO Doom is the worse 
Doom port, but for me, Saturn Doom is. You have the 
whole fucking combo; Mix of PSX Doom and Doom 
<> A Colil-ro(-xe| WA PaK-CTUL late Miamalolal-Molmiat-MaleNVAI-Xe LK S MiKo) 
aD @ XoXo MIL <eMinl-Mexo Coe-tom fel nilatemComn-Ttellim CACioL-Micela 
the added levels and new music), a shitty out-of-place 





















status bar texture, unresponsive controls, false advertising, 
and levels still based on Jaguar Doom at heart. THIS, is 
dats Wa K=Xe] ol =Yo] MYA ATIK-MYZoLUMoColl (o MTohar<] 91 © MN >T-Y~1 11 Malolominl= 
best soundtrack and a playable screen size, this was just 
oMoolil ol (i= Moll [Vix-Moxe[UKt-Yo Mm onan Xe] giitore) MVolililive MaleMeLoliit 
to look perfect, despite the tight deadline which made it 
impossible without ruining the gameplay. The guts yes, but 
ntoyminl-me]LolavA 





JOnN Carmack, MOMENTS 


JIM Basiey in ZOO with 
LOrryY, FROM hiS PEFSONAI 


before ANNININATING Doom 
we bPages PoP tre@ekeaceCarBoyYiingye 
Tne Unremarkabie Arrermatn 


While Doom 3DO had a very interesting aftermath, 
Saturn Doom had none. Due to the complexity of the 
NYorillaamalolcehiZela-Melaloiniat-M Cole) @KoymoMnt-1(-Yoly-Yomt tell] cel-Weletel-¥ 
Saturn Doom would never get a rework. As such, it is the 
Fexorimiu) oXeCoulm "X-X-l1i Mololammelatomoln Varolaileul-reminee Lolo 
franchise and the Console Doom world even further. Jim 
Bagley would continue his programming works on recent 
games like Warhawk, Tyvarian and the 2015 re-release 
of Dragon’s Lair. As for John Carmack, he would go on to 
AUamiatem oXoh(-Ualitolovm X-Y-11 1M Cd =). VoleXel-MiNt-Me-NZollhiFealol a, 
game known as Doom 3 that’s fine for the most part, 
except for the fact that it had a terrible shotgun. Despite 
spawning the good Doom movie, most fans prefer to call 
Doom 64 the real Doom 3 (as they should). Carmack 
Mol Col Col c-lme] oLolree[r4-Miolm- 1-11 1am X-t-111 Mol-1eli-m LULU aTe| 
ventures into virtual reality, possibly to ruin more Doom 
ports from other dimensions. 
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development history covered here for YOU, fellow refined 
demons. And at the same time, all the classic Console 
Doom ports are now covered as well. So, does that mean 
this is the end of Roebloz’s Console Doom Chronicles...? 
No! The modern ports of Doom also have interesting 
development facts to talk about, and remember: Everything 
runs Doom. An article about Pregnancy Doom? 
ia-¥a ato] om (ato) PNsLUL mao) am aTon VAN ol(o MV ZolUMoLol(-LUMEI-IIONVANIc)ITiI=X0 
demons. Next time, we'll have an even more special 
edition of the Chronicles. What will it be about? You'll see 
in The Doom Master WADazine: Issue #18!!! 


This is Roebloz, signing off. 
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HEY, YOU! 


If you've been around the internet, there’s 
chances you've heard about podcast, or 
hell, you might be an avid podcast listener 
yourself! Podcast allows us to keep our minds 
entertained while we do other, meaningless, 
trivial stuff. It’s a very useful tool to both learn 
and enjoy, one that fills the hole of learning 
and also having fun, to an extent. Podcasts are 
nothing new to the internet, and also nothing 
new to Doom. There’s been a handful of 
podcast shows that have brought some nice 
audios to doomers around the world, the 
most notable being Doom Radio, one of the 
very first and the most respectable podcast 
regarding Doom out there. Sadly, it’s been 
dead for well over four years now, with no 
signs of coming back to life, and, so far, it 
seems there hasn't been much movement on 
the community to brought back something 
like it again. So, me, being the impulsive cunt 
| am, I'd like to propose you the idea of our 
own podcast! 


DOOM MASTER WADAZINE 


PODEAST 










































AN ALL-NEW WADAZINE CAST 


Youre] Molt] Ao] mre (-LoM LU Modat-Miilolm MoM IL <-MCoMmILE AMII-tolmZollls 
oY olf allolakee] oXolUI MEST ol(-Xokt-WmoloMl-Yon-MeRocoliNit-Vilmel iron (1CRUES 
NIKO NWVALYZolU Meo Ml LoN'Z-M CoM ii-Lol UE Me] ato M10] 0) Xo) a MUTI iM lah mM ofotoloce hia 
Yo) moxole] ex-Maro lol [alo rom oL-Mellit-Yomolm >X-Lol11 PUecdoli-xe Mood allah 
with some occasional jumping into other topics that have 
connection to our beloved game. The main host of the 
podcast would be me, of course, with my shitty English 
ofa Mo] | Mint-MConZ-1 Ae LU Molmi A MoM IL <- ome [Kolko mWUlo(-Mrolile[= 
ol Co) [or Malo] MIVoLU Co Kol ONVAUEM Tol it MlloY-1coh tol MiKo MIN-M Tell 
writing routine, while at the same time providing a steady 
stream of consumable content to our fans while they wait 
Kol MolU MM ALolelob4lel-WITAU-Ca roll ol-Melolsl-VmsYoRMon (elmo) Mell mint-tk- 
CLolUI Co MaiT=Xe la MoM Lo) Mom efoto (ooh EM COM INST MOM Ail (MIU MIolL ells 
ORT M COM ATCUM IIL MESIU-S 9m [Mol of- Mo) MoloLULET- Fo] kro Ko RV-1 a aerolo) 
experiment to see what we can do to bring this awesome 
Lola c-Valm oXeLoL a alomint-Molcol-10 


As for some ideas related to what kind of programs to 
feature, I’ve thought of the following programs: 


THE WADAZINE CAST 
The main program of the podcast. In this series, we 
discuss anything and everything Doom related; ranging 
xo} iaol ok SI (om (0) oR MTULCL MOEMLIT-MIii) oXeColMolm >X-l°l 11 PRLOmeLels 
own very content analysis about our work and other 
events. 


WAD MASTER 
ALATA DEacoXolet-Yo Ml ol colo col Moya lic wl efoto (lok MW. We[-1-1 ool hZ= 
Taco IAK-MALRCoLMYAROLM >X°Y-J 11 VAVAUDMitol alate AEIeNZ-1 Relate] WATES 
mapping trends, WAD reviews, retrospectives and so on. 


DOOM MASTER 
DY-Yo foto] (Yom CoMint-MeKAUST(ole mol mine merol iON alam ates 
from mappers, modders, composers, to historic members, 
writers, players, etc. 


Want to see this happen? Please, do tell us! Have 
suggestions, ideas or something else? Leave a comment 
oT ake MRU=M4 | oX-¥M ATo] ©) oN’ COMM -Xo[o MEL AMY of -Yol(o]] VAM mm ACME [-Yors 
suggestions or a list of topics to tackle. 
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Cramming Doom 64 0n a 


Nintendo 64 Cartridge 





Molmmiitelan ane {-Lerele(-SMoelnis(oler-reyZ-lc-Wini-meled Nii elamiroliele[= 
medium-for consoles, Heré games are stored in read-only 
LIL ToLaVa NA OS NAN Mola moiell eecxollol-le-Ye Mola rokewel {collin oLoroi zea Lai 
Voll Ko MeL) ay aT =Xe1mol Tg Lol NAOMI AT-Miteniil-Va stolen KoMelmlat-Movol ate) (- 
ol ako Me} ken A-Ye Mel mn ’c-tavare kim (elelel [atone ol-\-XoK Me il-micolel-Stolimrols 
a RM o-T-Xo moh MomCoNwa Colcol irolvis] Molminl-TikolN AMLAT-MN Mel(-lsleLe 
(oy MEN Toy Sao | Satal- Mm lokimelmelat- Mantel lakiiz-veliamere) gio) (-1t (omUnT- 
cartridges before the industry almost.universally switched 
to optical storage {i-e. CDs): Despite being one’ of the last 
eLoakyo) (SM OMUKT- Morel a tate le(-CMol mic“ Milut-Mmli Melee» (-L- Melolles 
were restricted to just-over 8 megabytes (MB) of storage 
space... To -give’-some perspective, this -is approximately 
the size: of two. typical- MP3: music: tracks. or a-couple-ot 
high-resolution-images: And‘ the Doom’ 64 .developers 
had. to. find: away. to.compete with. contemporaries’ such 
as Quake, Blood, and the Playstation-libtdry of games, 
which. were ‘on .650°MB CDs:.To. pull:it.off they.had‘to*be 


clever:.: 


Aiavemnirekime[-atclce] mit=)ialoto ms Couto [0l-\-¥4-Mo olive] amolel uigtole [1 
were compression algorithms. These’ days-we- have’ ZIP, 
RAR, and: PK3 ‘files: to compress.-data:. Doom 64 used 
Tvl exeroleyelcctcs(olamel (elolghistmiMM cola mimUry-Toma\Zomelmia-yu8 
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One algorithm was used:to-compress.the Doom 64 asset 
WAD: asa) whole. This came: from: id Software dnd -was 
used’on.earlier. ports’such as the Atari Jaguar.Doom. 


Within the’ Doom’ 64 .WAD. itself,..each -asset*(such. ‘as 
sprites,.texturés, and maps) was. compressed witha second 
algorithm. Presumably this came trom Midway-Games and 
oc Id ae] OMY ZeKMUKI=Lom Comore ei] ol e-em olal{-1m ere) akye)(-Meojslo me] celol= 
games. This algorithm-attected how maps: were ‘stored in 
the. WAD itself: Typically 
for- Doom - T- and 2, 
delineated 


Maps: - are 


with markers: inside. the 
WAD,. however: Doom 
64: 'stores.each map: in 
its own -WAD: within’ -the 
main’. WAD:. Yes: WADs 
WADI. -This 


fe} ioswatxeld=tolelam nal] oh ieh o= 


within- » 


compressed: individually 
Chars decompressed 
individually -in:: memory 
without’ -having to load 
the other maps. Perhaps 
things 


SOME are .* SO 


nice. they.”.-are*.--worth 


compressing twice! 


Koma ron /s- Were) Nemo] fe] 0) allorel 


memory, Doom... 64 
had:.:methods’. to: alter 
the. appearance: -’- of 


ol ne]olalot Fan diinreleimelenaliye 


NINTENDO. 








to’ store new. graphics. - the-first: method. was palette swaps 
for -sprites..Doom.} used palette swaps to. expand: its 
enemy roster, but, for consolés, palétte- swaps also saved 
memory.’ This. technique. allowed. developers to alter: the 
colors -of a-Sprite:-in-engine. to create a new: sprite. For 
example, Shotgun’ Guys,’ Nightmare. Imps, Spectres, and 
pYolcolarwolmimtcliMiam Loko] itm -l Mudle-mol|r-Youm ote] (-i(oMNy 20] ool 
other-enemies: The-second method was colored lighting to 
ol aot atol-Mirsl-Movol(o] Molm (edd (0] (oh 


Originally used-to. enhance. the. visuals: of the Playstation 
oXola temo) men X-f- 1) PRUMlo) ole Toma To] abifate mn ole) fo Mm=N'Zo) N'Z- mare] ae! 
become: vital for Doom. 64. Here. the. walls; floors,’and 
ceilings could bé colored -independently of the objects 
in’.a’sector.. This’ allowed the: developers -to- change the 
colors of textures without using extra: cartridge. memory 
for new graphics. Because’ of -this,; many of -the:Doom 
64 textures. have low.color.saturation.(and*are.almost 
greyscale at times) to-allow for a larger color ‘range ‘in 
the lighting. system. Then, to. increase. the. utility and. ‘size 
of wall textures, Doom 64 added flags-to-allow textures 
to’ be mirrored: and. flipped. along: them. This -allowed:.a 
64x64 pixel texture to be 128x128 pixels in sizes: Many 
doors-in-Doom 64 are made with this technique. Thus ‘a 
large texture could:be reduced toa. quarter of the: size*in 
memory. 





Color.options. existed. for other. assets. ds well. The iconic 


moving: clouds. and: the-fire-sky effect could be: any color 
the level designer. wished: Additionally the fog’-of. each 
FN Z-1 Mote lU] (of of-xe] anAtoto) Lo) a (oYo Mm bY 0] (ole! | Nan ole Pay Worse) [elel Garo) 
most-levels to’ ddrken- far off-séctors,-but it: was dlso-teddish 
(Watch Your Step) and teal.(In The. Void):.The.text colors 


good in black. 
: ee 





could-be dny color; however, they mostly chose white and 
red. These. methods. all: contributed to. make’ the: most out 
of the-limited -amount-of: graphics. or the cartridge and 
helped. define Doom. 64’s colorful style. 


It was not '-just- the: ‘graphics: which-were: optimized -for 
memory, but: the: music: as-well:. Originally devised to. fit 
within the memory: limits of the Playstation RAM, Aubrey 
Hodges’.-dark: ambient: techniques. were.-ideal:. to. ‘fit*.in 


limited: cdrtridge: sizes: Under the hood; the Doom 64 


soundtrack. is .essentially.a.-MIDI format-and ‘uses. a -bank 
of sounds.- Unlike: many PC:‘sound cards of the: éra,° the 
N64.‘did not’ come ‘with. its: own’ set’ of sounds; . thus -the 
Doom: 64 cartridge had to store the. sounds. for the music 
in the game. tn -total there ‘dre only 32.sounds. used ‘for 
the’ entire soundtrack. Aubrey. Hodges chose’sound effects 
which had interésting: variance: in’-the -high-. frequency 
range and.then.the.N64.sound ‘processing. was -used. to 
SS iz-1col aml atemeyol uel oll-tmrel stom olroYeltlor-myConnva\ex-w iol alave Mon itel (cay) 
sounds; Interestingly there. are. tracks. which ‘only. use two 
unique. sounds stretched to. various low: and. high pitches. 
This: method detined-Aubrey Hodges’ unique ‘style of dark 
olisloy(-ValmalURrom anism cele] (ome! ol ol-YolmoliMislolanaen (or melel tlt 
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A LOOK INTO 
MULTIPLAYER 


DOOM 


PART 2: THE PROS 


By ENOLESS, FEATURING XENAERO 
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LIN AETUel eKolLeTometiite] | Mel sifolk-Me] oLoLU] mia-Muilelinl ooh Z-TmExor-Tals) 
in Doom, but such a topic is something that you can’t 
simply discuss within a few pages on a random issue. This 
Yol=Jal- Wo (ol-}m ro] mu oX-W\Zo) ato Mel iTo MIM Me] aMiii) oXolacolnlm oXela mo) min= 
history of this game we love so much. Needless to say, 
Doom’s multiplayer experience was one that completely 
revolutionized the industry, and during Doom’s early 
years it was, without a doubt, the main draw to the game 
before singleplayer WADs came to take over. Before 
that, it was all about 24/7 Deathmatch and constant 
massacres between players from all over the world. You 
can easily look up Romero’s games recorded from the id 
office itself, testament to his love for this game mode. And, 
ol oLOLU RTPI -1K-MolrMoM lV iliel-MolmulelilolceNZ-Tmrelolt-SMiceliy 
the 90s to the present day. It’s not so easy to search for 
games from the 90s, after all the recording systems weren't 
as new as they are now, but there are a few examples 
there and thereabouts. Between so much activity and 
so much love for the game, it was only a matter of time 
before a professional scene started to emerge, and it 
did. A multitude of local and even national events began 
to resurface, among these the most recognized of alll, 
QuakeCon, which we will see later the vital importance it 
had in forming the first pillars of the Esports scene. 


If you read the previous article or know a bit about the 
scene, you probably know that DWANGO was the first 
precursor to online multiplayer, being a famous service 
that allowed you to play Doom anywhere in the world. 
No} mola nina LUM ime] oMolce[olaly4ctomolit-Molmin-W\Zeld eM ILE 
major multiplayer events, giving birth to the first brick of 
what would later become a very common activity: the 
lrefonalreliolamormerelutlive mcolUlantolnl-ley 





Buake Con ‘97 





DIZWN(EL6) Deathmatch 95' 
FIRST PLACE 





DWANCO™ 


This plaque represents the blood and sweat which was 
spilled on the virtual planes of the DWANGO deathmatch 
95' tournament grounds. Standing alone, this virtual 
warrior has prevailed and proven victorious against the 
hundreds of other virtual "wanna - B" warriors. On this 


celebrated evening, Devil's night, 
Dennis Fong aka "Thresh" 
has won first place gaining the title "Deity" in the first 
a ever world wide virtual DWANGO deathmatch 
2 tournament. With this new title of recognition, 
4 
3 Dennis Fong aka "Thresh" 
will be given an eternity to fight for his life on the 
{ battle fields of DWANGO. 
IVS/DWANGO 
“ 
oo Pars i 


Dwango plaque awarded to Thresh.in 1995 
























Competitions between the best of the best, players would 
gather for a number of days to tear each other apart in 
bloody DM battles until victory was achieved, all for the 
prestige of the virtue of champion and also the excellent 
olar4-SMUU NICU olel rem oL-Milialiitel Mocolii eXelcctom Com aslo mEMeINZ-10 
today. 


One of the first famous events was the all mighty, from 
1995, it was considered a true classic of the time and 
one of the very first tournaments to spark the interesting 
of multiple players around the worlds. It included some 
considerable prizes like: One-year VIP membership on 
the player’s chosen DWANGO server. A “state-of-the- 
Clam eT MULeliluit-XelfeMelolaliaton @ OMmZe] U-to Re} MUNIN LOO 1010) 
according to some sources. Lifetime supply of games by id 
Software. A lifetime supply of id Software games? Damn 
bro, that’s nasty. The lucky winner of that championship 
was none other than Dennis Fong aka Thresh, the first 
ever professional Esports gamer and a legend on its 
own right. Considered to be the inventor of the all mighty 
WAVZ NS] Dn <-SVd XoXo] xo ME colaiito] me] ate MMe MM tiToks(-1 mola woe To] NTS 
Thresh started his career with Doom, would follow with 
Le TT Y-] <- Molaro my Zolul CoM -Talo mt] om oX-Valo ool hi(o(-1x-Xom iT MITEIM oxelto 
Esports player of history. Oh, and he won a Ferrari owned 







by Carmack in 1997 during the Red Annihilation Quake 
Tournament, and he didn’t even have a driver’s license. 
What a legend. Among other finalists, we can find Sverre 
André Kvernmo (Cranium), the UK champion and WAD 
nike]. <-Yam(-Ye[-lale pao] ae MN Kols aM AVICKI(61]11- Yao lato) ia\-]@mvA CU DEM Toxey 
of aKe Mm Kol tsCoLUEMm VAN 1D) Moxey ai} oLokt-1 ammo] ato Ml Loo) <1 <- Mm oo) 11 NYZ-18] 
passionate DM players! 


NKoswVamiat-eroltalilUlalinae fom atelasco) oMal-1c-Ma iro) me| mel | Mu DIULdatom iat) 
next years, a rise of masterful players and unique events 
NolUl Ce MAK Y-MmU] OM late] Moll] Co M-VaTo MU] oMO-TeiT-lalilale Mite W oXehTlilols 
of Doom into the annals of MP history. During the rise 
of deathmatch, came fan-made leagues and professional 
tournaments. The International Doom League been one of 
the first examples of a competitive private CTF league run 
by members of the community. 


©) Refol et Wa MEM Limite oxo] lalilile MolmeMerolt-\-1mnlirelMyZolUl te 
span over 27 years. Hell, Doom is going to be 30, and is 
Sillime Colao Ml ixolilep Mm =LUhm ise] MMolT-LiN Tile YZOLUMe]E-Xe [eh Van dalonwVa 
SIUM Aol mromilate Moll mito) e-MoloYolUiminl-Miltiiolp Mom Mol leh 
Wola to kau R-\mut-MlnlixeeOCt- Mm ZolUm OMe) iT-Molminl-Melr-YoheKim X-t-da1) 
multiplayer players of all time! 


harged 
n 1997 


Thresh wins John relalelae turboc 
Ferrari 328, at the Red Annhiliation | 











Interwew with 





WHAT BETTER WAY to learn 
about multiplayer than to hear it 
from the words of a legendary 
player himself? |, happily, welcome 
Xenaero, multiplayer legend, twitch 


Siactolitclamelavem >Y°f-)1, Malkiiolarelel 


1. In retrospect, how has been 
your history in the pro scene? 


I'd say that it has been a steady 
upward climb. | started in the early 
VAGTOOKeyi Mello] [0] oMel tom Zorn-yatel tire) e-xe) 
by the fact that my favorite first- 
person shooter had other people 
playing online. Very quickly, the 
realization that | enjoyed the thrill of 
competition set in, and from then it 
was game on. It’s still an adrenaline 
rush to jump into a server full of 
excellent players, go toe-to-toe with 
the best, and win a game of inches. 
Nothing like it. My path has recently 
shifted to more of an administrator 
and ambassador role. It’s been a 
wild ride over 20 years. 


2. How does the real pro stage 
of MP start in Doom? 


From the bottom. In every single 
game I've played that has ever had 
a competitive aspect, you inevitably 
start as an enormous noob, and 
Doom is no exception. It takes that 
spark to want to win, to review your 
own play ina critical manner, and to 
set out fo improve yourself one match 
ata time. A “real pro” realizes they 
started out by joining a server for 





“Lhe large portion of players you end 
up seeing in the playoffs or finals of 


any mayor event are typically players 
who have been samming for about 10 
or more years.” 


the first time, and has had to cut their 
teeth with every intermission screen. 
If you want to compete, you have to 
play, and you have to lose in order 
to learn. Dead simple. 


3. What legendary players 
from the past can you mention 
that are no longer active? 


There’s a lot over Doom Multiplayer’s 
storied history, but | will mention 
some big names. Dominus is a really 
good start, and as the years dragged 
on and multiplayer evolved, more 
Tellz, Badfish, 
Sslasher, Chewy and DemonSphere 
dominated the 
progressively stronger mechanical 
prowess. 


players such as 


Kel ato kyoto] ol-MamAVVAII0 
Prospective competitors 
could learn a lot not just from the 
example set from their mechanical 
smarts, but even more importantly, 
their mindset. It’s going to be very 
hard to reach the apex if you don’t 


thrive playing on the back foot in a 
match. 





4. What about vetarans who 
are still playing today? 


Players like DevastatioN and JKist3 
are names that typically come to 
the front of most people’s lists, and 
they usually can be seen during big 
events. The greatest weight is. still 
carried by long-time veterans who 
typically command teams and clans 
of yore, like RoSK1ng and Ralphis, 
for example. The large portion of 
players you end up seeing in the 
playofts or finals of any major event 
are typically players who have been 
jamming for about 10 or more years. 
The younger crowd that has been 
recently been a spectacle to watch 
include players like D’Sparil, Dastan, 
DY-Nap-4olo Pune fatomes) 40) (ck a Fa ommalelit-mre 
few. 


5. What makes you keep 
playing this game for so long? 


It’s the passion. Doom was the first 
FPS | really put time in as a kid, 
way too young to really be playing 

















that sort of thing, too. But on top of 
that, it was also my introduction into 
multiplayer gaming. It was absolutely 
fascinating to me to be able to play 
online with other players and see the 
doomguy sprite in the game. That 
has now blossomed into wanting to 
deliver my passion of multiplayer to 
other, newer players. Be it through 
casting, using my experience to 
organize events, or even just playing 
and challenging other players to 
NacX=) OU] ofa DYoloy  MOYEC-YEMOM TAT MIL<emite 
other. 


6. What do you consider the 
most important events for DM? 


Honestly? Any events that people 
run! We saw pretty big turnout for 
the Take The Crown events hosted 
by KingDime and more recently as 
of this writing, the Team Last Man 
Standing broadcasted event for 
QuakeCon that | had run. There were 
a lot of people tuning in on Twitch 
who were surprised people still 
played classic Doom multiplayer! 
In terms of historical value, Friday 
Night Fragfest was one of the 
biggest draws to get people into a 
regular Deathmatch event, hosted 
on Skulltag many moons ago! And 
could very well be coming back to a 
server near you... ;) 


7. And which ones for CTF? 


Early on in the 2000s, public CTF 
servers on ZDaemon were almost 


packed full 


As players got better and more 


always o} mam X10) 0) (= 


maps came out, and_ players 


became _ increasingly competitive, 
seasonal leagues in the past like the 
International Doom League and now 
the Odamex-powered World Doom 
League have become the defacto 
landmark Capture The Flag events 
that draw in people, be in long-term 
veterans or new players interested 
in. competing in an_ organized 
environment. Beyond the seasonal 
events, there are occasional CTF 
events such as the ones hosted by 


VAVLoToleralaley 


': Pe ON a FS oY -1-1 > A -1 
favorable mode for the pros 
during all this time, even more 
so than the classic DM. Why is 
this? 


As | had touched on in the last 
question, Capture The Flag structurally 
promotes an organized team-based 
environment, requiring not only 
synergy between teammates, but 
strategy, awareness, and the sharp 
edge of individual skill. This makes 
mom stoi (Vixo] Mel itge[oire) miro) mmete) in] eX-1i1Ih4> 
players who are looking to expand 
beyond a set of Ivl duel maps. 
By the time the International Doom 
League started up, it was when a lot 
of battle lines were drawn between 
clans and there were plenty of 
players eager to refine their skillset. 


It just took off from there. 


9. What do you consider were 
the golden years for the scene? 


kel oXo] o) Ako Mo -Xocolo(-M iol Mm (ok T(-XeMiKolit 
2006 onward, as 2006 kicked off 
the first season of organized CTF 
competition with the International 
Doom League, and then in 2007 
the ZDaemon Duel League kicked 
off its own first season. These were 
two huge events that were like the 
rallying flags for competitive Doom 
Il. Since that origin point, it’s only 
been climbing in activity, scale, and 
skill. If you look at footage from 
competitive events in the past year 
and compare them to even five years 
ago, the difference is shocking. For 
a game that originally wouldn’t let 
you aim up or down, players have 
a knack of always surprising each 
other! 


10. What event acted as a 
sort of reignition for the scene 
during these last 10 years? 


| don't believe there’s a_ single 
event that acted as sort of a re- 
ignition for the multiplayer scene, 
but there have been highlights over 
the last ten years. Such as, the 2013 
QuakeCon duel tournament where 
some of Doom’s finest duelers at the 





time went head to head on LAN. 
Decino’s stress test event that took 


place on Odamex, which saw over 
150 players crammed into a single 
server. And of course, Discord’s 
debut allowed for a great amount 
of overlap between multiplayer 
circles and non-multiplayer circles. It 
remains the best way to get yourself 


ameyaMiatcmereiteyal 


11. A_ bit of history, what 
were the first source-ports 
that allowed multiplayer to 
expand beyond the standard 
game modes? 


Well, this depends on what you call 
Ms(olilololxo mele] inl- Me itlole(- Meum DI-Yorintcore 
was a cleverly conceived team- 
leXoRY-YomoLol il-MutitoXe,-MaltlolMel{ol MmeNZ=18) 
Xo [Uc MoM XolUlceX-M ole lg Amol Tom trol my Zorn) 
PWAD in 1995! CTFDoom | believe 
was the first to put Capture The 
Flag in the hands of players a few 
years later, albeit that formula and 
the accessibility were refined later 
by CSDoom-successor ZDaemon 
and even further fun modes were 
included with Skulltag! The early 
2000s were where the floodgates 
really opened up with a variety of 
choices for players. 


12. The diversification and 
competition between source- 
ports gives a lot of options 
to play multiplayer, but 
also. seems’ to _ generate 
some tensions between the 
community, do you think that 
this division is, in the long run, 
detrimental to the scene or 
what do you think? 


| think it’s both a yes anda no. There’s 
natural competition in a multiplayer 
loop, and that includes all three 
multiplayer source ports that are out 
in the mix right now. It absolutely 
o[=Jol-Varek Me) Mire VanZolUMme] 0} o)xeleloli Mintel | 
competitive aspect. That being said, 
there’s great opportunity to co-exist. 
| firmly believe what is detrimental to 
the scene are bad actors that tend 
to poison the well for all who drink 
from it. However, those tend to get 











filtered out naturally as more people 
contribute positively to multiplayer, 
be it through events, modding, or 
nike] e) oslo F 
damage a community as stubborn as 


It’s extremely hard to 
this one. 


13. Every history has its black 
spot, what do you think have 
been the saddest or darkest 
events of the scene? 


One worth mentioning was when 


Carnevil had moved on_ from 
developing Skulltag to focus on his 
game Wrack. Like him, love him, 
or hate him, he had a strong vision 
for his successful multiplayer source 
port. His retirement from active 
development in Doom multiplayer 
was a big shift in the sands. Passings 
of influential multiplayer legends 
such as Toke and DemonSphere, 
taken far before their time, have left 


a mark on the scene as well. RIP. 


14. Almost 28 years and we 
are still going on. Could you 
mention some multiplayer 
newcomers who are slowly 
building their reputation? 


fxolt] (oma of) 
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The term ‘newcomers’ 
players have still been playing for 
years, but there have been breakout 
rookie performances in the last 
World Doom League season that 
we have cataloged the stats of! The 
spirit of the question dictates that 
we mention that the performances 
of Tigeriens, Seneca, and Nexus_6 
AIKcMOLUIET(olie/laleMelslom=)4-txe [Ke] ool] ate 
to many veteran captains looking 
to expand their talent pool. Bear in 
mind many of these players entered 
the crucible of high-tier Doom 


competition recently and _ have 


thrived. That is not easy. 


15. Let’s talk about WADs. 
What were the first classic 
WADs that dominated during 
the 90s? 


INToM AZADI NZ -Yan Xo ame (oliliatel sXe malar 
90s. There’s a reason there’s so many 
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wads, because that’s what people 


compilation 


Wel sleleks 


played back on that service! | also 
wouldn‘t count what are considered 
the long-standing duel levels that 
were initially released in the late 
90s because them taking hold was 
much later in Doom multiplayer’s 
life. Deathmatch back then was just 
dialing in, loading up whatever 
you had, including an IWAD or a 
Loli} eli (ohitolam ololo) aolitom o)kep lire merexeye| 
ol’ Doom. 


16. And during the 2000s, which 
WADs were the favorites? 


While Dwango5.wad still held a lot 
oho (ol Tillolimokmer-tolilrelrosmelire mel tl) 
was growing, more favorites were 
being established. | myself remember 
playing Greenwar, Britl], Exec, 
GothicDM, OMGMaps, the UDM 
series, and more on a fairly regular 
rotation. They were pretty small 
mapsets because lobbies weren't 
always that big! But when they were, 
it was absolute mayhem, and we 
loved it that way. On the CTF side, 
there were big games being played 
almost all hours of the day on the 
ZDCTFMP series. While we have a 


lot of choices now, back then we just 
ol nXom (om Kole) <-1m) Loli MiTel AW eh emer ite! 
Moh Z-MslUle [Melo hicel ey 


17. And, now, 2010 onwards, 
what are the top WADs for 
multiplayer? 


| left off on CTF in the last question, 
and I'll circle right back to it for 
this one. In the 2010s, public game 
interest was shifting far more towards 
pickup matches. While deathmatch 
sets of yore were still played far and 
wide, on CIF it was undoubtedly 
becoming far more competitive and 
laser-focused on the IDL and WDL 
compilation wads that we used for 
those leagues. Duel-wise was also 
shifting into compilation sets, and 
VAD) D) el tom DIU YA DIN-17-10M el-Xelol T= 
the attractive option as_ pools 
became the ‘Best Of’ all mapsets, 
(of sXe MR=X3 oY =Yol Le] | \VAMEXO MRC KN 0} (0)14-1 Ee Lo) | 
much, much better. 


18. What do you think 
multiplayer needs to attract 
more people? New game 
systems? Rankings? More 
advertising? A new source- 
port? What could it be? 








| really believe people need to just 
jump in! So hot off the heels of the new 


Doom titles is this renewed interest in 
classic Doom. Twitch is giving light 
to speedrunners and multiplayer 
casts, the latter of which I’ve found 
great success is bringing classic 
multiplayer right into the homes of 
fans and curious viewers. It’s easier 
than ever to get into a game on 
y£otatelxeyaltlii fam @Xele]11->, ane) m4 BYeor-uileys 
now that Discord is around and we 
have servers like the Multiplayer 
Doom Federation that seek to unite 
the tribes. Features are nice, but what 
thrives in this community are players 
who will be like “Look, let’s get a 
rY-¥aV4-1 0 od ma of Yo) o) (“MAME Tol 11 -Yo 11-0 
gotta be the first player in the server. 
Make sure it’s you! 


19. If you had no restrictions 
and unlimited power, what 
would you like to do one last 
time in the scene to leave a 
final legacy? 


This is a tough question. | think my 
biggest wish, knowing what | know 
now, is better record retention. Many 
great websites such as ChallengelV 
went down, taking a huge chunk of 
early Doom multiplayer history with 
them. | also know we lost a great deal 
of records in the early seasons of the 
International Doom League, and of 
course player-maintained demo and 
screenshot folders have faded away 
and been lost to the sands of time 
over the years. If | could do anything 
moll] ce Ml oX-MKoMiTohZ- MoM lle l-MK-XxolUI Kel 
of historical information on all the old 
ports, players, and experiences that 
we've lost touch with over time. You 
can’t have legacy without history. 


20. A few words for the 
community and readers? 


Absolutely! Thank you for reading, 
| hope these answers kindled an 
interest in you, the readers, in the 
multiplayer side of the community. 
AEM cM eM oY] Mo) mo MoL0T-Ym oY a [elo mired 


the holidays, but by all means, join 
the Multiplayer Doom Federation 
and introduce yourself! Community 
stalwarts like myself will help you 
get the ball rolling. In addition, 
there’s a lot of archived multiplayer 
iKeYo} rele [-Mon MUT- MA Ael Elem Bkoted im K-XolofUI- 
and Multiplayer Doom Federation 
YouTube channels, as well as some 
Mateg=Xolle) Wax-><oll lite me [olits¥ 


21. A thousand, thousand 
thanks for participating in this! 
An honor to have you with us 
and my respects, for all your 
history. 


It’s no problem at all! This game and 
its community are my passion, so it’s 
my honor to share that with you and 
your readers. | hope to see some of 
you out there; come find me in the 
Multiplayer Doom Federation and 
Odamex discords. We’ll get some 
(eToyfater 
everyone! 


games Happy holidays, 


» Vitel a°) 





John Romefo playing a deathmatch in San Francisco, 2014 
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EARTHLESS: PRELUDE WAS ADDED TO UNITY DOOM ON 2021/07/22 
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LAST YEAR we started the Doom Master 
Wadazine project. A free digital magazine, 
dedicated to the Doom community with a great 
love for the classic, retro style of the 90s. The Doom 
Master Wadazine had quite humble beginnings, 
being created with MS Word and MS Paint from a 
laptop - a few articles, reviews and stuff. Over time, 
this project has grown to the point of becoming a 
professional quality periodical, supported by a 
community of active contributors and distributed 
through word of mouth by passionate fans. That 
same year, we decided to celebrate with a small 
ceremonial awards publication to end on a high 
note, and created our own awards, also called as 
the Wadawards. With a focus on WADs, of course, 
but also giving a chance to shine a light on writers 
and reviewers who deserve to have the spotlight 
of recognition for their valuable contributions to 
this community. 


This year has been a packed one with a simply 
obscene amount of content, and | don’t just mean 
WADs, but all kinds of contributions. We’ve had 
hundreds of maps by different authors through 
different projects, as well as a huge increase in 
activity from composers who have been playing 
around to bring Doom to life with different MIDI 
projects, and of course, the coding gurus haven't 
stopped creating and improving source-ports, 
making our lives easier and more attractive. 
Doom Eternal also saw its end this year, 
bringing closure to the story and leaving a lasting 
legacy that will be remembered as one of the 
best FPS games ever. Overall, Doom has had a 


fantastic year, and today we are gathered here 


to give some love to all those members who 
have been selected to be honored at this year’s 
Wadazine Awards. Without further introduction, 
| hope you all enjoy this. 


ENDLESS 
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» 
f EVERY MONTH (or more like every issue) we choose one particular WAD that stood 
SF out from the year and highlight it as a Master Recommendation, a special review made to 
» identity the best of the best. This year was packed to the brim. Full of new and awesome content, 
y } we'll need at least 30 Master Recommendations to mention all those WADs that deserve an 


accolade in one way or another. But because we simply can’t do that, here’s the Wadazine’s 9 
best WADs of the year for you! Numbered from the first issue of the year to the last. 
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BY RYATH AKA SCWIBA 


Our very first Master Recommendation of 2021 
celebrates the resurrection of the most obscure 
Doom gem out there: Doom 64. The recent release 
of the new PC port back in 2020 brought back a 
massive interest in this long-neglected episode 
of the Doom saga, and, with it, a new wave of 





N community made content that has showcased the 
lee true potential lying behind the depths of D64. The 
| ae Sexe UnMaking is not only just another PWAD made for 
— |= | | 


oY -Y. Ma olUimi mol Kom sol CokMint-M relate) mo)mol-Viale mel at-Molmual- 
iN WVARLULLIM al =Xe [oh Zolok Melo) at-Macolam 1-1 Solio Mol iT-Malire |i 
tull of absolutely great features that will make you 
feel jealous of the D64 folks out there. 
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COMMUNITY PROJECT 
BY VARIOUS AUTHORS LED BY 
=74\ 5/6] 


Big names and big maps come together in micro 
packages. As the saying goes: big surprises come in 
small maps, or something like that. Just as the name 
implies, this mapset was made with one simple idea: to 
take you into a rollercoaster of E-Rated slaughter. Small 
maps that work as introductory steps to the greater 
world of slaughtermaps. Created in conjunction with 
a fascinating team of outstanding artists in the field, 
Micro Slaughter Community Project wins completely 
over the hearts of those that the intense action of the 
Hello lalclmel-lale-WmclUimoclMmelOli(-Mel-lmiat-MeolluMelminl-m relator 
winded maps. Here, you have the best of two worlds: a 
more humanly paced time limit with the still monstrous 
el aTol I {Valo [-MinloLmZoLUMoCol Miliomlameollulolieci elle lli-Tayzelery 











= Fe — 10) 8) 5 (C] 0) 8 | SCAN sn) 
BY DECAY, DOOMKID AND RAZGRIZ 


Proletariat of the nations, unite! For we face, together, our 
greatest enemy: the empire of the deathmatcher! May 
your shotguns be ready, and your chainsaws full of gas, 
iro) mrotolo WARY -Me Lom alcom oloniit-Miamelal-Molmin(-Merote) (-Cmel ite Mier 
versatile deathmatch megawads out there. Bur, bor, ber, 
Cla pam soll Ke[-YolKMIAL-Yoreh ZolomEMel Mil lr-siliremereoliiol Mom liT= 
multiplayer field by combining the best of both worlds in 
quite the interesting manner. It’s meant to be used as a DM 
MiN-Yoron Volo im CoMile]AlMolimlnMmels-Tile Mia val-xe Mile] oan LUM AIRe] Xo 
loo] Keo] axer-Xe Ma CoM ol-¥m 0) Le )'Z-ToMNTAMEIaTe |=] o)CohZ-1am iiloxe(-ME la MNYZ-1 0 
Wilke [Olson altel mYZolU Molo) aM mc-to] IhVarero)int- Molo colt Fame] ate Mel UI-135 
what? It works. It’s a perfectly balanced (unless you’re 
Koxsaton MBIA Wial-xeLohizeleReolaMicwonZa¥m slolorsilile Rom iUll Mc) eX-Ta reli f-) 
of awesome arena-like levels that will make you want to 
frag till the end of times. On the other hand, if you don’t 
have friends, like me, you can always play it alone and 
onc MoMelofere Ae LoXoXoMlit-Mixelote|lileMel-1ilolikm ofelo arom at= 1b 
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4. LULLABY 
=) Aw => .< 


Lullaby is one of the year’s most surprising works, and 
elke) ole] o) WAKO) AT-M) MI“ MLILeXTMNYAIULC] | WAROLUIES (ol ntol [atoms o)i-Lat-SIRe) | 
mapping ever. A single-level WAD, but one that will rock 
your socks off, man. It’s all blue, it’s trippy as hell, it’s 
AU] | olaro] ofto)[Ui(-) Wake] c-Yolmslo] °) olla Midiol «mmol iiloy4]ate i col Cote) < 
at scenarios and just a top-notch quality that evokes a 
great feeling of awesomeness. Lullaby is one hell of a 
beast, designed to kick your eyes out of their sockets and 
ol XoMo Ihc MYZolU MMe [oLoLoMiiniT-Meol| ol colUl ive Memo) nt- iol ol0] (oLUEM NY 
done slaughter gameplay. If Danlex keeps doing maps 
Ni<-mlikelm Cole) alll <-Minlhmelal- van Miiie (olintomCoMel-\moli-Yonlolils 
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8 maps made by skillsaw. There. That's it. You don’t need 
iKoMa-Yole Mrslelc-¥n ©), pany Zelsl mio il-telmmiileli-MelololUl miKam@) 4mm al-1k- 
it goes: Heartland is an Eternity-Engine exclusive mapset 
of g-You(=YoMUVI Ino] oo) [Ui (-WRoo] c-MKe] te Me} (0) p VAM oL-X:1[6 a1 -Xo Ml COMM Ce] <= 
the engine to its limits, offering a new and amazing 
gallery of incredible features that will blow your mind, 
and, of course, levels done so well that you'll want to 
stick your face to the screen. We're talking about the 
K-Yo(-Talolol MAE <1 Ko NV AMON ZolUM of-1m\ZolUMi- Me [ol lato OM illo So)inl= 
CLUS Colatellite MuEXec=alol troy ame oll ato ilale mm Ce lale Xero] oY-1 ame] x=Xe] | 
designs, beautiful geometry and eye-candy all around. 
Heartland is one of those WADs that are a no brainer. 
It’s a must. Even if you don’t play with the Eternity-Engine, 
this mapset is absolutely worth the hassle to download the 
source-port and play it. It’s a blast. Believe me, I’m one of 
those guys that like to stick to one or two source-ports, but 
Heartland is just damn worth it. It brings you heart to the 
land with all skills of a saw- now that’s a bad pun! 








=F BD) =| ee a NOC) a 
=) 48 | —8 21e(e) "|S a —18)4N 2D 
COMMUNITY 


Cyberpunk, Blade Runner, Alien, Total Recall, The 
Running Man, Robocop, Ghost in the Shell, Akira, etc. 
satis) Selmel Riat-sx-Maatedal-Wmerele RYolii(-Kel-Tiilelakymom le) meymal-Xolay 
ol ato M folate PMYZoLUM sToNZ-Molal-Melmin(-MoxeXe)(-11m (ole) litem oli-Ya-tMe)| 
Doom media ever created. Auger;Zenith is an absolute 
oXolate[-TaRolMoM Vali mintonmitelo(-Me LUM lite MN\ZoNZ-Se Kol atom n= 
community. It looks cool, plays cool, feels cool and is 
cool. The mapset just encapsules the whole cyberpunk 
theme and cranks it up to an eleven while still retaining a 
cohesive design philosophy that allows it to be enjoyed 
ONVAe]aN’Zel T= PNVA AAT -iAT-LaNYZOLUM IL <-Micelolticelatel Mal-(Ciamuitel omels 
spaceports, you will find that Auger;Zenith is a third eye 
opening experience for all doomers out there. 
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7. AT TACK ON IO 
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lo, one of the most volatile, dangerous and explosive 
(literally) known places in the solar system. A hellish 
landscape that pretty much makes Hell look funny. That 
said, it is the perfect place for a Doom WAD, and yet 
nobody has done it before, until Bri came along and 
brought us near perfection. Attack on Io is a set of 7 
maps themed around the hellish moon that combines 
multiple visual styles and thematic progressions under a 
single flag of greatness. It’s pretty impressive on its own, 
OL Mime] KoMmuite]alolol-SM co Mol g-Yorr-MeCo) nome] atom Ui Mmiite] oa -oLolt 
one delivering something different that still joins together 
with the rest, making it a seamlessly flawless adventure 
throughout all of this nightmarish moon. A mapset that’s 
definitely worthy of your time. 


= oe] =] 4 BS) ic] Se) Be) 4 
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A new team rises and a new series is born. The DBK series 
(no fixed name yet) is here to showcase how some of 
the most talented and whimsical mappers in the history 
Olam >X-X-J 11 Molt- Wool oXe]o)(-Mrolam olalite]ialeMURMExeNiT-Mrel-ViTel altel IN 
precious mapsets made in under two months, and oh they 
did make quite the nice first impression. Dungeon Synths 
Raelamlakcolat-i\areforere Mel itel(ofoliutolitelmelmtolil- Mol roy4valle[-1e ks 
Medieval, dark fantasy style under the fantastical flow 
of a synthwave rhythm with a very cozy and homelike 
visual thematic that makes you feel both welcomed and 
powertul. A very fantastical premier that shows you how 
some of the most unique ideas can come to life in the 
canvas of Doom mapping. If the DBK team keeps going 
on this awesome route, they’re bound to make history 
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Name liniteyyolal-\k-Movmelc-Yolo Mil KM iat-Mellmok Mm ZolUM oLON Vail colllols 
waves of endless demons hidden beneath fortresses deep 
inside a long extinct realm. This is Atmospheric Extinction. 
A love letter from OTEX that makes tribute to modern 
nike] ©) dLife MEIAVAL= WN oO ARO K=XeLilAToMELoLUIL-MOLULEIcolatel lilo Maree] Malin 
a solid layout that allows you to enjoy this magnificent 
oX-LoRIMIL CMON Jia (e(-Mialcolele] sMinl-Mcol t-te DI NAre [toll oN A=] ol tole (-X9 
each one brings something different and unique to the 
table, working perfectly well in a symphony of fascinating 
progression that elevates both the experience of the 
MoM Z-Tmmolate Miat-Me[Clol li nAolmin- Mule] oMv-VMiamell ARM c-Yoll Nae |«-Xe]| 
mapset. 
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If you've been around the Zandronum servers, then there’s 
big chances you’ve seen this mod being played there, and 
with good reason! Imagine, what if Mario Party, but for 
Doom? The result, this exciting little big adventure that 
brings you over 100 mini games to enjoy with your friends. 
O}T-Wo)Minl-MileSimeoliil ol-y elite MoI NZ-1EX-M AL DEMeI-Sil0]al-tom cols 
multiplayer in its history. It brings with it an absurd number 
of options that will give you something new in each of your 
games, from game mode changes to incredible craziness 
that will make you have a great time. The WAD works by 
elLorellafom oleh Ac1eMlAMoM alUloMmelti-laielililemelolit-Mukele(-SMehM inte) 
change level; the mini games are not simple variations 
I <-Moustoliteliate meoliMal-lihacwmelolitolel-Varo) mu ial-l] mmol islitiel- Fam Late 
changes are notable and well present. They are complete 
(mini) games that can take anywhere from a couple of 
oro) se KM OMT) 2-150] MuAh omeolilel(-1(-MamLil-Maltiel-Meluelelali 
of gamemodes and maps, and its variety make this mod 
offer you a huge amount of entertainment, especially if 
you play with your friends. Give it a try. 
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Hl OZONIA 
BY DEADWING 


From the depths of hellish jungles to the heights of exotic 
brick fortresses. This is Ozonia. An adventure inspired by 
the Plutonia series, but with its own touch of Eviternity, 
creating a succulent combination of two worlds under an 
original, creative and deliciously violent concept. Ozonia 
is a complete work in every sense of the word. From 
the new 32 levels to the soundtrack, textures and even 
changes to the difficulty, offering comparisons for new 
oon A-1EMAnloMe Lola Mm ile NZ-MoMell-Yo] mlol-to Mom Antone <lite Moymelolinl= 
they want to take. The megawad is designed as if it were 
an official expansion of the game, bringing the best of 
eXo} aM ZolacokMislolal cMmCoMomerolalialolUlirolamixeluMellixcli-lilMen-lesy 
giving fascinating pieces that, when put together, create 
an excellent work in every dimension. Ozonia’s visuals are 
a marvel of simplicity and detail, creating a nice balance 
that offers an MBF feel. On the other hand, the gameplay 
is well designed to offer different opportunities to all types 
of players. If you like a good challenge, you will find it 
here. This megawad is designed to be enjoyed, thanks to 
its episodic splitting, progression, yearning visuals and 
Kol aiCokjitomeloniit=) 9) (oh aw Weletolit-1m(o] oA) Melo) iI-e 
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Hie RAMP 
BY VARIOUS AUTHORS, 
LED BY DAVIDN 


If there’s one thing that 2021 showed the Doom 
community, is that we are not surviving, we are fucking 
thriving. Ultimately, Rabbit’s All-comers Mapping Project 
ASVAVIV ag Eom (-SSce lita miom laCohmiol-te Mm AC-M\Z- Mell Mal-Yeol roel ofel0h 
nikeXe ohiZolek yan oLUim ston ’Z-MYZOLUM IT-Yo] cole] Lolli me MellolonZelol-aAA-11F 
here you have the ultimate climax of what a community 
project can reach when some masochistic genius decides 
foe (OMI MIL <-Mol oleh tM Oh -1 aVA0LO Milo] oC Pmintol Mile | 11 aMACLOM io] of 
tor GZDoom that are as varied as a fucking rainbow. | 
can’t overstate how insanely big this gigawad is, not only 
in the sheer number that it brings, but the entire scope it 
managed to capture, all thanks to the incredible efforts 
oh mm DYohVLol NANA skool KroMelx-to]i-XoMelam-Tililk-muz-lersiicmel-tellereri-ve 
CoM lat-¥ oxo) [-LoUme late mm o} coy dole Mmlal- We Colo] Mol mel aMm-tolS ane] ol (oXele, 
Tol MuiMMLACoLMmuitolate[e[=Xe ME Commie] <-Ma alae oL-Yor\ am ool] 0) (-Wa | mRYZoLU 
could choose one WAD to play for the rest of your life 
that actually covered all the known mapping themes out 
there, this one has them all. From your standards tech-base 
maps, to some gloriously magnificent detailed monsters 
that cry in sheer awe. The sheer effort that went into this 
WAD makes it worthy of all kinds of awards, but it’s the 
fact that somebody made it possible that makes us go: 
woah, rad, dude, rad. Here’s RAMP, your perfect ramp 
Malcom X-X-Ji i Melelel(oliteyap 
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HERE’S A little open secret for you: Doom is not 
dead! Surprising, | know. But seriously, looking at the 
stats and observing other people’s comments, as well as 
oXeaitol] Leh ilateMaMeollixclx-laumel Kol RSI (olskMe] collate Mt ial-MUvd-) ofmVZol0) 
could say that, factually (because | say so) 2021 has been, 
in practice, the busiest year in the history of the community 
ofake Mint-Milokim olcoXe Kol NZ-Molmel | MLM ILO) Miil-Muiloim o)KeXe Lol INZ-F 
UitaKeLOhme MeColU] 0) MAVAUT IA MolsMon(Z-1c0[o[-Mi-)i-Yokt-Mo) mol ilo am L010 
NAVAN DEM oX-Tan ilo) LiF A-MoLKoM Coll Alito Mel oXolUl Moelle] iN OlmIoliE 
made productions so large that no one in his or her life 
could ever dream of playing them all. On the other hand, 
Vc Mol cM iLol Mola hVACo]L late Me] oLel0] mconwaalUini] ol-1eMil-1k-¥m olUL mel Ko 
about a quality that has come in all shapes and colors: 
from rough diamonds to polished sapphires. This year has 
seen it all, no doubt about it, and we are living what is 
the resurgence of an age that, | like to call, the age of 
progress, 40k reference and all. You look left and there’s 
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SUFFERING FROM SUCCESS 
“= IN THE DOOM COMMUNITY 





ole (oy-4-1a lI Ce] aie Lo] fol a-Ml ole) i-Loical of-}] ale Be {-N/Z-1(0) of-Lo MB YZolUIM (ole) 
right and there’s a bunch of open community projects, 
NZolUM Koo) Me) oo lilo inl-1k-M MoM rola moymesiavo) (-t0(-04-] MACNN D EM ol-lale] 
hike Lol=YanYZolUM Cole) are (oh Zameo] atom ial-1e-MM loli Milo] ol eX-1eMislol mol 
can count with your twenty digits! Everywhere you look 
and everywhere you go in the corners of the large Doom 
community, you'll find someone doing something. 


This, of course, brings me to a big issue, well, not an issue 
per se, but something more akin to a secondary effect of 
there being so many goddamn WADs to play: there’s no 
TTIL= MOM OLLOMALAT-TLIMo]LPMNAAATIL-MXolit=Mel-Yorolol-Mole [om olcolel col iaks 
like the /newstuff Chronicles where more than capable 
of managing the entirety of WAD releases per week 
(since there was only a handful of released WADs back 
X-1a) IM ATONV AMD ZOLUMM oL=Vit-) ake LUI MRYZolUl am (o] oMKe]ato Mo] oLolslolols MVZolUls 
KoTtATINALmZOLUM Kom ole] alilite oli olkoN diate MIAL-MTahilK-M sXe LoL dLele Me); 
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recently released WADs. Sure, you might manage to play 
the single-level WADs, but megawads are now like the 
fries that come with the burger; there’s quite the handful. 
Ultimately, | wanted to say this to explain my sincere 
olconiliUro(-Ma Come] MYZoLUMitore Mi (olokMolUiminl-1x-M late] mn <-1-] Mm niTel diate] 
so much content, for free! Being a Doom fan is a lucky 
day. While sure, there’s some drawbacks here and there, 
it your main focus is in playing singleplayer WADs, then, 
hell to the fuck yes, you’re in for some gold, brother. 


There’s so much good stuff, not only on Doomworld, but in 
other websites, forums, social media and Discord servers 
as well. | want to express my apologies to all those authors 


that | haven’t gotten the chance to play their works, and | 
think this goes well on part of the rest of the team as well. 
There’s so much good stuff that I’m pretty sure, nobody can 
play absolutely everything. If you feel like | missed a WAD 
in this Master Recommendations list, then I'm sorry, but this 
is both the opinions of a subjective team of players, and 
CLEoM InX- Mili Molm[CCIMoM olUliColMo)malelitolil ol-Tinle em Ke (o)Z-Mre 
play every single WAD out there (probably not since I'll 
go insane once | reach the dirty side of the road). Heck, 
ol ato] ate-Xele-Far-N'Z-1iM iim muilelel-MelaMUlal luliicxem lmesmatelarelcel e)(= 
recommendations or runner-ups, | still wouldn’t cover them 
all. Ultimately, | want to say: thank you for giving us such a 
ClKcYorm >XoX-) 11 BYA-tol moe] | MolmZolURMel-Yo] moloLoyuil-1iM C-\-] oN aU] oF 
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It is no surprise that 2021 was one of, if not the most, active 
year in the Doom community. From all sides and places, 
players, creators, writers, soeedrunners, map makers and 
composers, ...all managed to contribute to this year’s 
amazing output with some nicely done works. But, there’s 
Vat MiT-VCoM lam exe] aikelel olahmlirelm stoke olkohZ-TeMiloN Valin eLolarelimelire 
orchestral it is to enjoy the Doom games to the fullest. That 
is the field of the composers and music makers. 2021 was 
quite the active year, yes, indeed, but among the various 
surprises that were revealed to us, I’m more than happy to 
Xo WAN Lael Mlnl-Meliikor4late MILeKiomocolililelalinvan oXelate(-Yomcofet-lial-1s 
OMe HiMUEMolimolitor4iileme lolli elmo lolli aerolulocoe iol mare 
bring new life to both old and new Doom works. 


Sirol ailaleMixoliMmincMd-1avanet-Yolleliliilemelalemoxelaliileliatemisicellels 
the entirety of the year. A lot of new MIDI albums were 
released, mostly as a way to pay tribute to both classic 
and new WADs that required some well-deserved MIDI- 
love. Thanks to the joint efforts of dozens of composers, 
we got ourselves one of the most unique years for MIDI 
lovers out there! Tons of new tunes that will bring you 
back to the glory days of yesteryear, when most of us 
didn’t have a MIDI player, and only the left side of our 
speaker worked. But worry not, times have changed and 
the community hasn’t stopped. You can now dig up your 
old memories and give them a fresh new coat of style with 
the new addition of such albums. Here are some of the 
most noteworthy releases and best picks of the year for 
the Wadazine: 


ULTIMATE MIDI PACKS The trend that started a 
new resurrection in classic IWAD MIDI volumes. This new 
album was organized by the efforts of northivanastan, 
bringing a collection of new songs created by a variety 
of composers from the community. This new soundtrack 
replaces the entirety of the original Ultimate Doom 
OST. Yep, that’s a total of 42 new songs to enjoy your way 
oXofol Malcom it-lulola vale lit-Meatamel lor 4lileM-VicolamiirelmelsS1-1a-0Ke! 
relare late menuelitol iF 


-MID THE WAY ID DID: Organized by the 
K-Ye[-lutelol a vay Bkotodi i) d[o pm MoliMelilor4laleM-)icolamilolm olalale Maren] 
music to the 32 maps of DOOM II: Hell on Earth. Not 
CLA WALIALo LAN OLOLMIAT-ARZ Mitel alole[-Lo Mi roMc-Exoco] o)iUlc-Miat-Melalel late] 
Jol simolmint=mel-xerolo(-t Rollo MtolUlatelirelol emo] ite Mel NZ-MImoMl-Niary elit 
that feels both welcoming, nostalgic and great. 


Sd — ©) | — VA | | Ce 
COMMUNITY MIDI PACK: It’s no secret that 
No Rest for the Living is a solid effort of vanilla goodness 
Lol AT-M oN ART Etodiilollo] Mule] OM taloL <-1eFal oLULMEETo[o| WAM IIT-Molste| lilo] 
release was pretty much a two-person-WAD that covered 
a total of 9 maps, which, unfortunately, lacked original 
songs, as to be expected it is no easy task to make a new 
episode and also make new music for it, especially if 
you're under a deadline. But fret not, the community has 
your back. Organized by Peter, this midi pack has all you 
need to dust of your NRFtL copy and give it a new try. Even 
the all-famous doomtuber, decino, joined the efforts! And 
let me tell you that the result is one of a fantastic variety 
that manages to breath in a new sense of wonder into this 
decade old mapset. It’s beauty to the ears and one that 
I'm quite happy to have. A lovely collection that will give 
some rest to the living. 








TNT MIDI PACK: What? But doesn’t TNT: Evilution 
already has new music? Why yes, dear reader, and it’s 
quite good! But we all know that the OST for Evilution 
is pretty damn fucking old, and thus, we’ve heard it 
KolURo life MO} ILUL-S MM <=) oX-viifolamere lame l-T mel Mel liked alile PEO 
why not make a new one for it and let our ears rejoice 
in unison? Presenting: TNT MIDI Pack, lead by Cammy, 
AE eke (ol. al ol alate eM al-NWAkexe) |{-Xou iro) sol mtol ilo MMK-Xe [oh Aco olalito 
you some sweet diversity in the form of a total whooping 
35 new tracks, all done in a sweet, delightful manner that 
pay respect to the original work while introducing a new 
rhythm of grandiose symphonies. Lots of references and 
spiritual successors that work so well, it makes you want to 
play through Habitat! 


eV ANVA 4 OY ||) Do AN GG ed 2 @ OD) —| GN BN So LUI) 
heretic? Then you'll probably love these new, all heretical- 
inclusive MIDI pack for the cult classic, Heretic! The 
Raven album is an all-new compilation of fantasy-synth- 
rock-metal-ambient inspired tracks that will give your old 
aC-Ta-Lit Melolit-MomoliCinvdlile Re] Kola(olUMeol alo CoNZ-I ha IT-NWA-1R0)) 
Tolslo koa Kolo Mol iXom o}xotolULol-Yom ohm roMosiil-TmlirolimintcM(-ye[-1alele] OY 
Jimmy, you know this pack is good! If you haven't played 
Heretic in years, or never, this is now the best moment to 
do so! 


yan SS 4 = |) | 4 GO) to) 
the last releases of the year and one that |, personally, 
absolutely adore. Alien Vendetta is one of the monuments 
of Doom WAD history, one that still manages to make 


~~ 





an echo through the annals of history. Yet, just like various 
ole Patol afotel AAs NDEI VIT-Yain A-lalel-VicemeKel-\ammalehZ- Mom ie] | RON) F 
with only one new iconic song in the entire collection of 
32 maps. Fear not, the community, once again, has your 
back! Lead by Cammy (again, what a legend), this new 
MIDI pack is full of steaming songs that will leave you 
quite moist! These are new songs that pay homage in a 
respectful and lovely way. The new medley of songs is just 
as awesome as the original maps, working together in a 
great mixture of fantastical compositions. A classic release 
now finally has a classic pack of classic songs that sounds 
ifoXoMo | (-Xohmrom(-YohU-M ol-lallale Mam lonay-UI-Yam A-valei-viremelelolemyaiis 
am oXeCol elite MYZolUM xe] IAM (o\Z-F 


These are some of the fantastical new releases that brought 
life to the classics that deserved better. As you can see, 
2021 was a year to replay these golden pieces of love 
and give them a new spin thanks to these awesome new 
songs, made possible by the efforts of a joint community 
that goes far and wide. 


There’s also been, of course, a very wide and amazing 
quantity of standalone WADs that come accompanied 
with their own OST, like the original soundtrack for 
Atmospheric Extinction or Ashes: Afterglow. While | didn’t 
have time to listen to absolutely every single piece of new 
music the community has brought, | want to say thanks to 
all of you composers out there, for making this amazing 
thing possible and giving us such a joy to the senses. 
Cheers and here’s for more to come in 2022! 
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The loquacious member, and for good reason! Demon 
of the Well has been an active author of the Doom 
community since at least 2013, being an active participant 
of the DWMegawad Club during its early days, the well 
demon has been into WAD reviewing since day 1, and it 
shows. Demon of the Well old Doomworld title was for 
a reason: reading Demon of the Well feels like touching 
the tips of tulips around the mountains during the sunrise 
spring. A crescendo of absolute verbose technique that 
goes into superbly great detail, describing the ins and outs 
of whatever map is being reviewed. 


It didn’t take long before the efforts of Demon of the Well 
caught the attention of the higher ups up there, and, by 
2017, he was already part of the Cacowards team in a 
well-deserved position as a judge. Reviewing countless 





WADs across a multitude of maps, never failing to meet 
ate =>.4el-Youco] Kolar Mel ire Mel NiZoneMel-1IhZ-lalale momel-liColkelehihyarel (-toh| 
prose that makes you want to giggle in excitement. Heck, 
I'd pay to hear a podcast starring Demon of the Well just 
talking about WADs all day long. 


It all comes down to the sheer quality that Demon of the 
Well possesses and the joy that it brings to read whatever 
the well demon is making. With a beautiful prose, 
accompanied with lively words that detail every crack in 
every step, and a lovely structure that gives you the right 
amount of insight needed, Demon of the Well is one of 
the best reviewers out there, and is definitely someone 
worthy of this accolade. Congratulations! May black 
metal never run out of your reserves and may Doom fulfill 
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TOP 100 MOST MEMORABLE MAPS 


BY VARIOUS AUTHORS 


WAVL-Mel x= MACON WYNN OLULS=XeLoll hae] 9) ol coXoLol Tale MINlK=x- MAUI Me [Lore [ol 15 
of Doom life. During all this time, our history has done 
aKo}iallie Mm oLUiM=lalelUlg- Mel iloMe] roNWaxe (oh Mey elo WAN (eNVAmLiTe] ©) 1-167 
new WADs, mods, fans, games, art, writings, etc. The 
community is always on the move, so much so that for a 
newbie it can be a bit overwhelming to jump right into 
the great ocean that is Doom in the 2020s. It can even 
be confusing to think: Fuck man, where do | start now? 
But luckily, here we have the community itself to offer a 
helping hand. Not only in creating lists of WADs - but 
even in offering an important historical retrospective that 
addresses from beginning to end the history of our Doom 
industry. 


This piece of history covers a whooping total of 100 maps 
from all years and places, since the very beginning to 


modern times. It offers an insight into the world of WADs 
TAMoMUI xe [Koro] INV Zoh Aaoxe 1-110] | Wan Colate Ml ook ILolalont-dhva melatol Vel ale} 
what makes these maps the most memorable of all time. 
Organized by Not Jabba and with contributions from 
several reviewers, including some favorites, the result is a 
Koln CoR Cm Nold Malate] MUUlatol {oli MokMe Mel c-Yormilkico) store] Me [0] [o(-Mre 
MeN Zo) ULC ls ol mol0] ml nV (ola AOR INNZ-1| Reh Mela Mel ol o)x-Xelle lifelike) 
each piece that has contributed to form the great work 
isto] MEM INEM (el til- am lat-Mole)[-XouNZ-MMComelcol-lmil-limelacel collate 
to their best factors and influence in the community, as 
well as their historical relevance. Not only does it achieve 
its goal, but it is also a very entertaining piece that 
demonstrates how, despite time and change, Doom is still 
alive. Congratulations to everyone that contributed to this 
ry of -Yoilo] Ml ol -Yol- Fan ZOLUMN'Z-MeLoliT-MXolit-}inliate Me] oko (- hake] (-Yoh Ae) 
master scroll in all sense! 
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There are many things we could say about a large number 
of mappers since the beginning of this saga. We have 
had fascinating marvel creators who appear once and 
then leave forever, and we have also had great artists 
as prolific as they are insane who are still active decades 
later. Every once in a while, like a comet flying through 
the atmosphere, certain new souls appear that we don’t 
yd of ola oLU] MUL ol UN Z-MC-WRC]Kon(-110] MUNATo MTOMMEIL <-Mo MR VolaTol KolUE: 
comet reborn to claim an apocalyptic prophecy, Danlex 
leaves a trail of stardust in his wake as he makes his way 
as one of the mapping champions of the modern century. 


This mapper came almost out of nowhere. Well, what not 
many will know is that Danlex has been active for some 
time, slowly but surely building his reputation as a UDMF 
VP 4ol comme] ate MoM of-Yoi(oLol0](o] mami iTe] 6) f-] Al mI MNKol(-Yoh foal mo] «= 
works that reveal how an almost 30-year-old engine is 
ill moto] oXe]o)t-Molm ol oN Z1ile MoM ILCs Muito). <oMelmIU I Minlcovi(-MamoM ES 
something of a monument builder to progress; a modern- 
day Greek molder in the form of a simple guy that knows 
damn well how to kick my computer’s ass and shoot right 
at my doomed heart. 


The release of Lullaby was a marvel that surprised us all 
from the beginning of the year to the end of the year. The 
map became an instant favorite among the cult community, 


and with good reason. Danlex had been spoiling us for 
a few months with sporadic pictures of his cool project, 
leaving us with a thirst as barbaric as it was sanguinolent; 
when the project finally did come out, we were all caught 
of rofe) fate Mm Lmoxole] (oll of-MXe][o Ml into] MMehZ eM AR MCLINUI-Xom IMS 
form of conditioning, because now we are conditioned 
that when we hear the name Danlex, the first thing that 
comes to our minds is: quality. And with that quality, 
oo ALM lel Kem akelmiome [cote] F 


Mofo aMUIal(o[UL-Mi ite] Mol g-to](-Yom oNau Do sI(-yaelUl salem IT RMVZ-1e] mater 
o}colUlelaimomitols-Mlikelam ele] | ele] o)(-Mel Vel INA OMin-m ole) t Milo ml 
CM sol amilitemalek Mitel itolet-tomromcelsel-Meomel Ke] inmecolil exe] xe] o)(- 
to that of legends such as Ribbiks or skillsaw. You look 
at a map made by Danlex and you immediately assume: 
Danlex’s hands were here. Not only that, but he’s a great 
CLUNALOM Zell QUAI Pm MatoloM ial-Mololole MrolsUliT-M oN alo] «-Nom ol xe) [-to) 
(WMCOA4: Thy Flesh Vored) with Danlex, and he is a star 
every time. His projects never cease to amaze and | can’t 
wait to see what other projects he has up his sleeves, 
thanks to his subtle perception of reality and the ability to 
alter it, | can say that he will always create a gravitational 
center towards his magnificent works - it’s like a black 
hole of mapping wonders - it'll catch you, and it won't 
let go. For this, and more to come, the Wadazine proudly 
awards Danlex with the Master Crown of 2021. 
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And now the year is over, well, it ended two months ago - 
but it also leaves us with a legacy of sorts through sequels 
in Doom’s life. While things seem to be going into a new 
Yolg Mo) miConiolmicolaiite] (aA >X-\-) 11 Amalie Mela] WART-1-1 om o> 
getting better. In some respects, as a fan of WADs, | think 
there is no better year to be alive than this one. Sure, we 
passed the golden age long ago, but now we're seeing 
what amounts to a well-marked resurgence in impeccable 
oft =YohINA-Me [LALO Pam DXoll WAM ATeNVAMLITe] OX MO] KoMK-)i-YoKi-Le Ao] ato me Loll WA 
new doomers get in on the action. All | can say is that | 
hope this 2022 will be the same or better! 


The Wadazine has had some turbulent times, especially 
with the change of routine due to lack of time and my 
entering college. Working has become more difficult, 
but like any challenge, you just learn the tactics and take 
oLohMolalcelo(-Mo)miat-M ol¥loMUlati] MYZolUR->.0) (oli mint-Mlolo] oko] lol olk-to] < 
ig-Koxo) cok Mam Lal-1e-Mo] cM atom ol(o] iM (oM 310) ool aN Ae) Mol0] mole) i-YolSHINNZ- 
Nol mol <-1-] Melodie Molire Me [NAc Minl my Zolite (“Tal maol (lil mrokel| 
fo) MVZolU Fie [Yo] molofeliit-1ie 


Personal projects of which | am extremely satisfied, | can 
mention the Endless Random /idgames WAD Adventures. 
A series that, thanks to the support of ICID, is still alive 
VILAMRo Me [oXolo MM sol atohiV] MNo) mm ole Si fo}aton(-Mm fol altel] ofe] al team CeXo) iF 
Sena, Walter C, LadyMistDragon, to mention a few, have 
played like beasts during all this time, sharing great and 
crazy moments on this marvelous ocean of maps, maps 
and more maps. 
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The Wadarcheology Project was a fascinating success 
that, thanks to the help of the great Arrowhead, can now 
be presented as a successful gallery of memories and 
moments; an archive dedicated to the recovery of lost 
legacies, where future doomers can fearlessly explore 
and rediscover this lost past. 


Nato Mo) motolU1KX- Yam A Lo Lo [oh-4] 11- MMA CoE i-1amm Go) | -Xori To): MN BLENZ-1h TO) 2 
the incitement of my two friends Nikoxenos and 4MalIC, 
| launched this project with no real previous experience, 
sXe} o}ate Mintel mcxediit-Hialiate Mayol) (o Moto) nl- Moll] mo) mimo] | MMA AATLAME IAC 
help and welcome of Mistress Remilia, the project became 
more than a reality, it became a completed dream, full of 
great maps and creators who have become comrades in 
adventure. 


Altogether, it has been a great success, a great year that 
has shown that the Wadazine is here to stay, to leave a 
nie [a ako]ate Mm COMJalol cM lil-M Xe SS(olMolm L-X-) 11 MMlat-1e- Mol c-Miilolahy 
RIKeDKcMisl late SM KOMe COMM COM=>.4 )(ole-Mol alo Malo] c-Yare] atoll Malo) ol- (oll of) 
here to give you alittle of my passion and love for this game 
ola MVVAmliate MIAVAUA=MATONZ-Moxoltil-Miol em OLULMrol mC Milo) mrelmt-lalolllol i} 
We haven't crossed the Rubicon yet and | haven't yet cried 
for more worlds to conquer, so get ready, because we'll 
keep going with the Doom Master Wadazine! 





i 


THE 2021 





THE DOOM MAST ER | 


VOIDS OF ASH EXPAND BEYOND THE LINES OF HUMANITY. CIVILIZATION IS BUT 
A FICKLE PIECE OF DUST AMONG THE OCEAN OF DIMENSIONAL MADNESS. QUIET 
SOULS LIE RESTLESS IN THE PITS OF OBLIVION, VANISHED TO NEVERMORE. CAN 
| As YOU SURVIVE THE DREAD? CAN YOU ESCAPE THE MADNESS? 

eel OR WILL YOU FALL... 
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% ‘ NeeND BE PART OF THE BRUTALISK? 














BEFORE we start with 
this, | want us to do a 
little exercise, if | ask 





you to tell me what 
the enemies of doom 
are like, | am sure that 
some characteristics 
that you are going 


to mention will be 


difficult, interesting, 
unique, with some 
horror designs and 


they really look like 


demons. 
Now, | think we all hs 


agree that Doom’s 


enemies are really 
hellish beasts, what if we do a entire 
tweak on the monsters?, please, look 


at the image 


| think the enemies changed a bit, 
don’t you think? 

Angelic Aviary, before called 
Angelic Waifus, is one of those mods 
that does something totally different 
than expected, not only introduces 
angels as enemies (something VERY 
rare before Doom Eternal came 
out) but also gives them a anime 
of-xfo fam CoMY= 1a AmaTo)ICe-1o] 0) (- Mol Tol ate [- 
from mods like Brutal Doom or ghoul 
forest to this), taking a totally different 
formula and that changes the whole 
Doom, 


oh 6 -ol ES) icolaRixelautiare 
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that game that we remember some 
as horror or the most recent as a 
game where there is heavy metal 
with demons and death everywhere 
- into a game where we kill anime 
characters. - 
doesn’t it@... 


sounds _ interesting 


However, | tend to ignore the design 
a lot, and | care more about the 
gameplay and what the project 
really offers, this case is not the 
exception, although | recognize a lot 
the work that all sprites have, it is not 
something that is easily done, that 
despite the design that many may not 
like (It is a very large visual change.) 
the gameplay is quite interesting 
even if is a mod with only enemies. 





The enemies for the most part are not 
very complex, it is not like they have 
many attacks or something like that, 
the project prefer rather to supplant 
the enemy without changing their 
role, if a map uses a revenant for 
slEmatolisliave mm exe) {-Xoul(- me late mm of-liate me) 
glass cannon, Angelic Aviary has his 
own Revenant and quite interesting, 
one where by means of a butterfly 
that will follow you even worse than 
the revenant projectiles with insane 
damage but also very slow, fulfilling 
the original function of the revenant 
and also, making it different. 
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examples 
replacement for 
chaingunner which is no_ longer 
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Koh CMNVALLIMMLILOLE- Maelo] ilolel-Maol atom oX-TiTe 
a projectile, besides that it also 
flies, something that will happen 
with many enemies, because well, 
they are angels, and many enemies 
will be able to fly, adding a lot of 
verticality and forcing the player to 
aim well and to be even more careful 
with the weapons they choose. 

In addition, it includes 
compatibility with some wads, also 


some 


adding even more new enemies to 
certain mappacks, some not very 
different from the original ones, but 
which | am sure will be a surprise. 


If there is something that stands out 
a lot in this project, it is that it has 
managed to give a fairly fresh tweak 
to the doom gameplay, it can feel 
like the same enemies of vanilla but 
at the same time it feels new, at least, 
in my experience. 









Even so, the project has some sins, 
such as the baron being too strong 
Ko) MeL SERN Zn IC [oXole NNO) MER LiTe | MEEToD LIT 
things get stuck due to its size or 
way to summon, also, it is still in 
development, however, that does not 
prevent it from being something that 
WZolURore [ao lhZ-Kel RoKe] (ol sler-Fa ol Krom role] To 
the idea quite strange when | saw 








li 
* 
. hl 


the screenshots of the project when | 
saw it for the first time, curiosity won 
me over and | tried it, turning out to 
be something quite interesting. 


Oh, and | hope you like anime 
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Vanilla Hexen doc not seem as developed for by wad 
makers, but this is one of the rarer vanilla wads for Hexen 
(most are built for Z Daci) and as such you can use a vanilla 
compatible source portsuch as Chocolate Hexen. I tested the 
maps on DSDA Doom to play around with the Hexen support 
it has, but the sky and some other graphical effects were not 
working for me - Hexen support is still being ironed out, ku- 
dos to kraflab and others for the hard work that is going into 
DSDA Doom. I suggest Russian Hexen or a ZDoom port to 
get the best experience at this time in my opinion. 


Shadows of Chronos is made up of an entry level, 
a hub level, and a few branching levels, so it is not long in 
comparison to other WADs or the base game - but it does 
not lack quality. Each map plays nicely and has interesting 
EW coltinee-(oxluelan (one-veleme) (ania ae) Pause Ne-yo meot-lme-l corlencvele-levo 
of the native ACS scripting that Hexen has. Going further 
into the ACS that Hexen has, this WAD is a good showcase 
of the scripting, and just how powerful it can be in relative 
terms. The scripting allows for a more dynamic map then you 
generally get with just straight vanilla DOOM, and seeing the 
feature used extensively by Kaiser shows that Hexen is capa- 
ble of some awesome vanilla maps. The puzzles you expect 
from Hexen are present, but unlike some of the more annoy- 
ing aspects of the original levels they don't take up too much 
of your time. 


cai) Samuel “Kaiser” Die fyvele 


‘Wie as of fantasy isnt finishedey yet and webppf to 
g flexen fora review of Kaiser's Shadows-6f/Chronos, a - 
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“How good: is the combat? You will 1 streams of mon- 
sters thrown at you around every corner - at least on Skill 4, 
so be ready for a fight! You will Hates to plenty of re- 
sources such as mana and health, but d6nt get overconfident 
as you will still need to have some care with the resources you 
have. I played a bit with each class - and the WAD feels well 
balanced between each of them from what I managed to get 
through. I tend to favor Mage and didnt feel I was getting 
shafted - so that’s a good start - if anything I felt it was harder 
with the Fighter class, but that could just be me. Much of the 
combat is also close-quarters, so be careful not to get trapped 
- and be sure to take advantage of the many repulsions you 
get, dont be afraid to utilize them in a pinch if you need to get 
some breathing room. 
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Overall, I highly recommend Shadows of Chronos for Hexen fans. Good map 
layouts, nice use of the stock aesthetic, and frantic combat abound in this 
mapset. Kaiser put together a good showcase of what vanilla Hexen is capable 
of, and while there is nothing wrong with ZDoom ports and the power they 
possess, vanilla Hexen wads should not be discounted for what they can do. 


Now go forth and save the world again! 


- Eric Claus 
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cially fans of Scythe! ‘This 
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is a WAD review that will please 
those that enjoy the short and bru- 
tal - like myself, with another seemingly Scythe-inspired 
~WAD named Scimitar. Scimitar is different than some oth- 
_er Scythe inspired sets simply in that it is a Boom based 
_WAD so you will need an appropriate source port such 
_ as PRBoom+, Woof, DSDADoom etc or utilize a ZDoom 
Hele) aems oColered ow Ma ivolelCamacecoyeebeelaetem sleloysemulnulameslore( mm eete 
levels are tuned to be pistol started and there are 20 maps 
to play. The 20 maps are broken up into 3 thematic “epi- 
sodes” called Rear Entry, Knee Deep in the Sludge, and 
|Colcoynd toms) (oferen 


Scimitar has been an overall enjoyable experience 
that does a few things that deviate a bit from the Scythe 
formula. The first aspect of Scimitar that makes it a bit 
different from the Scythe family, is the use of Boom as 

the base, and its taking advantage of the many features 
Boom has to offer. To create a different experience 
there is use of voodoo doll scripting to mess with all 
sorts of triggers and the liquid floor sinking visual is 
used in Episode 2 to great effect to give proper rever- 
ence to the theme. The texturing of Scimitar is sim- 
ple - as are the map layouts, but there are some nice 
aesthetic touches you will find in the maps which 
you can see in the photos - there was also an ex- 
cellent use of dynamic floors. A big thing Scimitar 
does that you don't usually see in Doom mapping, 
is the use of layout pieces of either the past or 
future level to give an illusion of continuity be- 
tween them, this helps to keep the theme present 
} throughout each episode visually. It’s cool when 
} you can see a mapping trick to make it look like 
} you just came from an area you were in previ- 
ously, and it helps to keep the episode theme 
exeybotcmidebqojercs Coleia 


(2006) Cycloid | 


In terms of difficulty, Scimitar isn't too difficult on UV - so | 
you can expect to get through it pistol-starting or even easier | 
on continuous play, but there are a few things to keep in mind: 
Scimitar makes quite a few tweaks to the monster lineup and bal- §f 
ance with a couple of stick out examples, like the little swarming # 
grey cacodemons - and the Barons now have faster red projec- | 
tiles, much like they are in Doom 64. The monster use in this }: 
WAD is a bit different - as early on you are generally starved 
of higher-level weaponry, so revenants or other mid-tier mon- 
sters serving as mini bosses is common in the earlier maps - this | 
makes for some fun combat scenarios. Early maps make combat 
a bit tricky, but you are given some unique new tools in another 
key change which comes in the form of a curved knife instead of 
your punch which does more damage, and the Scimitar which 
hits like a berserk fist and takes over for the chainsaw. Using the 
knife is recommended in the early levels to dispatch weaker en- 
emies or even pinkies. This is advised, as you wont have much 
resources until later in the WAD - this is challenging, but also || 
is a good practice for your melee skills, and you will often use 1, 
the WAD namesake the Scimitar quite a bit as well to help you #) 
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in your demon fighting. Scimitar is a nice treat for those who 
are fans of Scythe-like mapsets, but I think it could be appealing 
to any player looking for a slightly fresh take on Doom combat. | 

Each level is worth playing, and I felt my anticipation for the next |} 
was always present just seeing what interesting thing I would en- | 
counter next, or what arena I would be fighting through as the — 

level unfolded around me. I could go on trying to describe all of }} 
the levels and how they are put together, but you should do your- 
self a favor and fire up Scimitar and play it how you like, you will | 
not regret spending the time. | 


- Eric Claus 














Visa to the Stars 


eview by Endless 
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irst of all, haw cool of: a name iS 5 that? Visa to Troha by” ae ae : Mes: 

. SE Te VA mee 

ia ‘the Stars is an evocative, powerful and just mad | | ee ee 
‘plain cool name. I wish I was ‘that good at naming _ So Za 

. WADs! Now, with the WAD, it takes us to ‘the star : 

_ Well, if *‘the stars’ means a-snaall:- and attractiv a 

Weslallite map for Doom 2». then, yes! ix 5 3 

“Visa to the Stars is a small, “single- ive WAD © | | | fa 

designed with a,space theme; 10) ae) ‘station | i | 3 —— e 
Bailey-laiare through the vastness of space, ialicrancre Dye ac 

demons from all hellish: circles and waiting to be Ze a eo. 

_ freed from this demonic corruption. ‘ae is a ema haga 4 gee ¢ : NEO Sor. ee ae 

es, approx ae . me ELS 











aatcloM/idaMcielCleclalelame)i about 10 mi 
‘mately, with a rather modest but sweet design that © 
keeps its own matetaate UTarel-letorlatsisie-lale terms, cre- 
ating ‘a great progress that, despite being short 
manages to recreate a sweet. vanilla desire in tert 
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of its charismatic. presentation. Typical eerie z 
tures are used with care iKe) create ery meter of fe) atts 
this map, though of course, we cah’t ask | rnc paisa. age 
from stock textures, So that creates certain lin it 
tions. However, it*is more than. Possible to creat : 
i Eelaal-iualiare great with WeTal ite textures, and d fe[ey 2 See 
of WADs have proyen it, and Visa‘to | the Stars | 
joins that great group of. vanilla maps designed * 
with a nice touch of pure svality, BAe ertainment | | 
male syneligiy nar i a Be peers Pa oi 
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The Guanenlay is sifhple 1 for th e most part, Dut 











_ even so, don’t fall asleep in Ultra Violence, as more. 
_ ~ than a few Materaetctenctel traps v will end up crushing 
é “you if you’re not careful. The.é mma asl Wists] ele) aly 
. are balanced, and the secrets he p a lot to make . a i | lg 
the experience less painful. Flo 1g with a ~ slide in. dss ts ae a 3 Pd fe SEER | Bere 
gentle quality, the map is relay to a point,*but saad ee ee : 
mermedaT-}-Manlola-muat-lam-larel(e|amert-]i(-1s ging: SCOP O Still cress 
0 C ca si on ally giveryou a good s queeze. | Peg Bee ss ses g SF jr . a cele 2 : =\ = Ne ee = —&§ 
Visa to the Stars is of those mapswewould = Tay ———— 
Re-)] coffee- -brea Sa8 it’s SHOT ASIplemmenGctQ imme. a SCC SPS 
has a nice vanilla flavor. W 3 —a 2. CU at 
Because honest ly, it’s one ; 
‘time an author Kel=Jei (el 
kind of format, Sime-lake Tabvasaliate] lay it, en- | 
oy it and ‘say ae jou! If you’re.one of t lose - 
"2 that enjoy 90s maps, like me, or yo ; 
enjoy a plain and simple-stroll through’ the .park pai ar wee bs 
«then this map-is made for you - and I’m pretty sure. ae oe eee 
olUM | mate NZeere) mein and enjoyable ti Pieete. —_ = 


Jump in, and at tarted, c 






i meg 2 - one — 

















: eh ts * Beat A uel “ @ ey | eyZ- ‘| aul 147 y ; | 
% r ear j ‘ i 
. = - A 1) AMMO) | HEALTH | ARMS © (AgMOR a ABM NB spe 
@ = he. - a ers ry , 2 ie . 
: *. in -, 
& . ‘ ¥ 
-, 





BY VARIOUS AUTHORS (1998) 


Oh boy, when was the last time 
Mello Mom c-\ul-MaAc-Xeolliul-taterelitela 
for a 90s WAD? Actually, 
scratch that, | always do reviews 
for old stuff, and why is that? You 
may ask. Because, dear doomer, 
there is quite a charismatic feel of 
Xo} amatexiiollolfomelaleMols-YoniNINALITeL| 
ofan oX-Marelel ate Mlaimuitetel-\aimnZela.« 
and Insertion is here to prove 
you how, despite the passing of 
time, the 90s still rock, because 
oh boy, we have here quite 
certainly one of the best WADs of 
hoxek sini matey miat-mol-SMmelaremeNZ-1kel | F 
ofa UIatol-Yacon(-Xe Mm ol[-Yo- Mo) m Voll @iile]| 
deserves a new spotlight. Why 
oo Xo /AMo] aM oo)’ ANETOM tn UTol 11 


Designed in 1998 by David 
Shaw, Stephen Watson, Thomas 
Evans and Adam Williamson; 
prolific and iconic authors of the 
90s who were part of the history 
of WADs community projects 
by being part of the original 
nite] Mol K-Toh Co) ME Lola <-To[UI[-TMEeliTe 
Memento Mori, two megawads 
that forged the path for the rest 
of the community, creating the 
foundations of what would 
become an explosion in content. 
Insertion, you could say, is a 
spin-off of these megawads, 
which were united mainly by the 
fact that they were created by 
multiple authors. In this case we 
oLol Mm alonZ-Mem int-YolonwZelopm oll molola Mi 
confuse megawad with quality 
every time. This is an episodic 
WAVZ.N Do) mM sie | ok co) am DYoXo) 11 aR 
designed from head to toe with 




















fantastic detail, something rare to 
tind in the 90s. The level design is, in 
general, incredibly solid and presents 
a real sense of structure without the 
a =X-Xo Ma CoM Xo [ol sh i(eX-MRolK=Yo] IMMIDARROLK-XonilaTe} 
maps that are distinctive from one 
another, but manage to settle into 
a single perspective. The authors 
nike ]atole[-Yo Mm roMmolc-Yo] (-Mmite] ome ile] Mam ATe)| 
only are expansive in scope, but 
nikelatolel-Mcomurellarellamemtere(-Simy-1aht> 
of progress that rises qualitatively as 
VZolU mmole Nie] 1el- Mam solos MM rile] OM titolatolol=¥: 
to bring something different to the 
game, establishing a dynamic and 
enjoyable form in its conception, 
giving the player not only the 
opportunity to enjoy glorious pixels 
TiC VAC> A010 Fumm oll mmo] KroMmn Co MMoKolnilic- 


curious and attractive design 


decisions, unique to the 90s. 


Each map has a cohesive style, but 
at the same time, provides different 
gameplay opportunities. From the 





ixofoll iolato] MmeXo} i] eXe] MEIN (- Fa (OOM IEN(] 
brutal scenes with surprising results. 
The flow is simply precise and 
delightful. The 


TMM Te LabisatcYolac-tommuitelalal-lmmmialcolre |e 


game progresses 
different paths, with maps designed 
not only with visuals in mind, but 
also a clear sense of progression, 
elie K-Vilatsto Mm likelsL emcee] c-Yonm oh Zol0l Cs 


Nofolm Com inlMome|x-Xolmexolinlexel mS Uil-1keh] 


ol ao MAYZolU MN oh MRO ME Cola] roRiifomm=><oliilel(= 
of a totally fun mapset from start to 
finish, full of enemies, challenging 
ike] ool ite, 


encounters, surprising 


curious arenas. Insertion, as the 
name says, inserts you into a Doom 
2 style world, but with a defined, 
oX- 1a K-Xol-to Mm Co h'ZolU] am CoLUMEEN 1-1-1 am of = 
playing this right now if you want to 
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The Wadazine is made entirely by the DOM fan cammunity and readers ~ 
like you! lf you want to contribute ta the next Wadazine in any way, join | 
the WADAZINE DISWORD COMMUNITY or tweet GENDLESS_DMW today! Se 
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BY BARD (2004) 


B.P.R.D. is probably most known for being the author of 
the infamous jokemap nuts.wad, featuring 1OK monsters 
and the accompanying ability to bring the strongest 
computers at the time it was released in 1999 to a near- 
screeching halt. Throughout the years, there have been 
far more imitators than perhaps the Doom community 
deserves, but the wad of today is of an entirely different 
nature, yet unmistably, B.P.R.D, buggy, hardly any ammo, 
but almost accidentally, stumbles upon something truly 
special. 


Grove was a Cacoward winner in 2004. Much of that 
is due to its utterly compelling atmosphere. It consists of 
a seriously thick forest at sunset, with several interesting 
structures set throughout the landscape. Combat is 
seriously limited, yet, what's there is incredibly intense 
and sometimes shocking. Seeing an Arch-vile or Baron 
o} am (-11 fm oLo) oMMU] MMO] MOL-Ya Colla im CoLecoh ited a Mariela, <-\oMRo) tH. al DIK 
Thiccla AmULAToLOX- Mme lcohiZiPColUlmmiite] ome) mm Ze] are(-lalato mmole] mon 
through seemingly impenetrable woods until you cross 
ONA-1amoMMal=YolmalaNaR ii o(-Mellcolt-Welate Mila Mm VZolUlEx-1LmiKelary eel aisto 
ioe Me [aU] To (omMol| col {-MMIXo} (o](-Yo MR Coli ELAM CotS MO) Mn LIME aTo] oF 
surrounded by Imps and Demons that will start to chew 
you up immediately, the encounters aren't exactly wanting 


for memorability. 





| should also mention the custom music B.P.R.D made for 
this map. The title screen track gives you some clue of 
what you’re in for. Yet it’s a wholly different animal than 
the map music. A very mournful and rather nostalgic tune, 
it conjures memories of times long past that you'll never 
experience again, the time in your life when discovering 
new things was actually enjoyable and worth your time. 


TeMe Kol mm IKoli ME =YoE\ VAM Lalolelo] sam oYo] ni \Vam oX-Lore [ORX-MRoLol i] oe] MRO] <-35 
ole Ker-MlaMceliat=]moi(okx-Mel0lo] a (Teal LU] Mol onl of-Yolo [01-155 el aa DES 
nto} Col stolUMrolm ol lolol] fom al-yamcom rool ilitoMmG7-\irlile Bp Zole moll] of-11 
S]atol (el AMEMOM (oleLelmUlnicoMict-]immel ile Melila-M\ZolU Rolf ZolUM Elite 
yourself searching every corner for shells. Every so often, 





you ll stumble upon a stash, but these are quite hard to 


tind in addition to being few and far between. It’s very 
CORSA COM-IiLO MU] OMIi Mem olxoloifocol AUN Alsitelo(-MIhireliCoamel mists 
Odi modi] OMe ol Mol-Mocolnlixolan(-xoM oom alUliilel-]molm aio coli y 
Tamelelollitelam room sito] Mmt-Vim Galle ]aimotereh Ze l0lo] cep 


Let’s also discuss some of the locations. “Grove Central,” 
exci collahamcicelaterol comm >X-t-11 Mol-tel-bsolater <-Yomm oll Celilo mmLitel| 
contains a darkened computer room for some reason that 
lights up suddenly and spawn an Archacnotron. There's 
also several switches, some of which are necessary, one 
VILAMROM oLiMoLmial-1olm (olililxemlaMmelate Mol iT-Miaal(on elem DLO) Niall 
want to press. There’s the house you start near which 
contains the yellow key which will soawn a Mastermind 
with Chaingunner skin (Snagla) when you pick up it up. 
Finally, there’s a crypt which you open up by pressing 
a switch in the stone circle, containing another key and 
some Revenants. 


Unfortunately, it’s also quite a divisive experience. There 
ole- MoM alli] ol-]arolm ole Mitel merelaM oxo] @linl-Me le] l-MRe)E-11Tok] 
is falling into possibly inescapable pits on non-ZDoom 
cYolU[xot=¥m oo) A MRNVIT-LiMMYZOLUMEI(:) OM) IMO MELiTo] |CoNVAN@IKOhZ>SELAME lal) 
cemetery. Also, as a map with a heavier emphasis on 
puzzle-solving rather than fights, the modern Doom 
player may feel incredibly heavy frustration trying to 
navigate throught a darkened forest, looking for switches 
(the teleport to the graveyard has to be one of the most 
needlessly cryptic locations in this map). Still, if you don’t 
mind nasty challenges and have plenty of patience, this 
nike] OMEMinelate] Wae-xere) aiTuil-lalel=tor 


Review by LadyMistDragon 
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magine for a moment, a beautiful beach with a 

sunny backdrop while the sand bathes your feet 
and the smell of salt invades your senses. Imagine 
that, for a moment, the sun hides behind a blue car- 
pet that stretches beyond sight; white foam floating 
in the water, shells slowly emerging through the sand 
moved by the placid waves. Imagine, now, that a 
demonic invasion is smashing its way through this 
pleasant vista with absolute hatred. ‘This is a work of 
pure extermination and ultra-violence - in the most 
savage and delirious way possible. 
Okay, now that’s what I call a vacation! 





Ts new maps designed by one of my favorite set of map- 
pers ever. Themed around a set of beaches and tourist 
locations with a bit of Caribbean flair, this map set is one that 
sweats joy, coconut juice, partying and demons. Maybe not all in 
one, but it sure does! Each map is designed to recreate a setting 
that gives off vacation vibes, especially around beach locations 
with cool blue backgrounds in the distance. There are ten maps, 
and each one manages to create a distinct look full of passion 
and sweetness. If the goal of these maps is to make me want to go 
to a beach, then they have succeeded enormously, and I think it 
works much better than all the beach and vacation ads I've seen 
on TV. The maps follow a clear and simple progress, without ma- 
jor complications, puzzles or complex paths. They are simple to 
navigate and progress, which means you can finish them quickly 
if you dont get distracted by the sandy scenery. As you might 
expect, most of these maps are small to medium in size, with 
one exception at the end - a magnificent and gigantic exception! 
Most of these maps shouldn't take you more than 10 minutes to 
finish, with a good sense of pace, that, thanks to action-packed 
pacing, flows with a great sense of fun. 





Wi weapons re-skinned to blend in synergistically with 
the new set, you will now feel not only like a demon 
hunter enjoying your vacation, but also like a tourist interacting 
with the local wildlife. New weapons, new sounds, new textures 
and new monsters, including an albatross that will peck you to 
death. The gameplay resolves around explosive scenarios with a 
high amount of enemies, usually separated by several rooms, full 
of variety, creating a dynamic dance of action wherever you go. 
With the exception of the last map, all maps are relatively tradi- 
tional in gameplay, featuring the classic progression and combat 
system we are used to. The last map, on the other hand, is one 
that deserves mention for its magnificent design, intensive lay- 
out and brutal gameplay. It’s practically slaughter, but it’s so well 
done, and, thanks to the beach style, it feels like a refreshing wave 
in the face, instead of a dirty punch in the mouth - or maybe both 
at the same time. 


DP27: 10 Day Vacation is a great piece of work that encap- 
sulates the spirit of summer through stylistic maps full of fun 
encounters. With a plethora of new additions and slight modifi- 


_ cations, it’s a super refreshing, entertaining and worthy mapset. 


- Endless 





SAMSARA: REINCARNATION 


LETS YOU PLAY AS YOUR FAVORITE FPS HEROES FROM 
VARIOUS FPS GAMES, AND FIGHT THE ORIGINAL 
MONSTERS, EXACTLY AS YOU REMEMBER THEM, ALL IN 


THE DOOM ENGINE! 


COMPATIBLE WITH ALL MAJOR, IWADS FROM DOOM TO 
mA @ Ga NONE WITH YOUR FAVORITE MAPSETS, AND ALSO 
COMPATIBLE WITH PNEMRG) NNN NANO)>) SO) NVA NN ID SSONN IOI AY 
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[INTRO] 
By Arrowhead 


The goal of this new column is to review old 
deathmatch maps that have never received a re- 
view during the period that /idgames reviews were 
active. Reviews are based on how ‘playable’ I be- 
lieve a map is in the modern context. I intend on 
releasing 5 reviews per each Wadazine released. 


I will only be looking at WADs from 1994-2004 
in this project — the first decade of deathmatch 
design, as that was when the majority of Doom2 
deathmatch maps were made. It is also the peri- 
od where the majority of unreviewed deathmatch 
maps are situated. 


I'll be playing all of these WADs with my brother, 
guardianz13. We play deathmatch with Weapon 
Stay ON, Respawning Items ON, with freelook, and 
NOR [Ulanlomy arene) eleiar 


a Walicmrsmlale=lalel=le nom ol-mr- mage) amr-lalemua(=) ale] \yane)aey(-1eu 
I don’t intend on any offense to the original map 
designers with these reviews — I do intend to be as 
objective as I can possibly be, and hopefully, we'll 
ulate mesxe)aa(=me[=)aal-veram(olmme)me(=r-ldnlrit-l eels mel\-jrepamanelan 
the first ten years of wadding was arguably quite 
Sub-par, but there is usually something positive to 
be said about something in a WAD! 


My reviews are also not the ‘be-all-end-all’ of 
criticism — I’m just simply a guy that plays a bit 
of deathmatch, maps a bit of deathmatch, and 
wanted to talk about some deathmatch maps - 
that’s it. If there is something you disagree with 
me about, let me know via the Wadazine Discord, 
or via Doomworld DM! I’m always open to different 
points of view. 










































Revile. wad 


02/12/95 - by Doug Bora 
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Revile.wad is a deathmatch map by Doug Bora. 
Bora also released a single-player map called 
Maximum Carnage, three months after this map’s 
release. Other than that, I can’t find any other 
' works by this author available online. So, this is 
Bora’s only deathmatch map - this kind of shows 
# in the design. This is still a 1995 map, so I don’t 


Dusthole wad 


01/11/1996 —- by Dr. Bombay 





This is among the worst deathmatch experi- 
ences I’ve had - I say among as I’m Sure I'll en- 
| counter even more obtusely designed levels as 
/ we proceed with this project. The verticality in 
this map is obscene. There is a gigantic borehole 
in the centre of the map - this is accessed by a 
corridor at the floor of the map, and by a single 
janky staircase that leads to a little perch where 
you can glance down into the borehole. The verti- 
| cality is so ridiculous, that you can barely look up 
to the upper perch / doorway - this means you 
can barely hit anybody up there shooting down 
on you. This is really frustrating - there is also 
a megasphere surrounded by teleporting lines —- 
these bring you up to other perches high up in the 
level — with little rhyme or reason. 

There are also teleporting lines up here on the 
perch, (as well as an invisible wall) and they shift 
you all around the map with next to no logic - an- 
other mystifying feature is the 8-storey, (at least) 
slow elevator in the borehole. If you get on this, 
it'll raise you up to the main perch as well — but 
agonizingly slowly. The verticality is so crazy in 
this map, that you can’t even hit your opponent 
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want to be too critical, but there are some major 
factors in this map that contributed to me and my 
brother, not having the greatest of times... The 
first is the indistinctiveness of each area in this 
map — there are simply too many areas that look 
too similar too each other. This makes it really ~ 
difficult to identify where you are in the level - 
having very few ‘landmarks’ makes a deathmatch 
map a slog to navigate. There is also a region 
that is absolutely stuffed to the gills w/ the ‘large 
brown trees’ we all know and love — except here, 
they’re terrible — they impede your movement far 
too much - a lot of our frags were from bungling 
into a tree, and then getting nailed, while trying 
to figure out what areas you can actually pass 
through - this forest is the worst segment of the 
map. 

There is, however, quite a cool idea in this WAD 
— there is a room with many pillars — if you shoot 
these pillars, they will raise - sometimes expos- 
ing an opponent’s spawn, as a couple spawns 
are hidden within the pillars. I think this idea, 
if implemented a little better, could be a unique 
portion of a modern deathmatch map. Imagine if 
your opponent is hunkered down behind a series 
of walls / objects — it could be quite fun to raise 
these cover areas by shooting them - I've yet to 
see a deathmatch map that has multiple shoot- 
able cover areas that raise or lower — where it 
actually works well. 

The raising cover area is intriguing but doesn't 
do nearly enough to make this map enjoyable as 
a proper deathmatch experience - it certainly isa | 
creative idea, though. 








at the top of the elevator — there will be a certain 
point, where you'll find your weapons go com- 
pletely out of range — due to the immense height 
on display here. 




















 -_ 


The only slight redeeming factor that this map f 
has, is the fact that you can ‘air duel’ each oth- 

er for a few seconds - I swear, it takes nearly 3 | 
seconds to fall from the top of the perch in the 

borehole - if your opponent is chasing you, it is 
kind of fun to jump into the borehole, turn around 
in mid-air, and blast them while still falling. That 
is the only aspect of this level’s design that I can 
say I enjoyed - even if it was only for a few sec- 
onds or so. 
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Playord.wad 


09/25/95 - Muskie McKay 
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“There are [sic] an abundance of teleporters to 
enable you to escape quickly.” 


re. wad 


10/17/95 - Midiguy (Dale B.) 


Fire.wad is a mostly symmetrical, but fun death- 
match level created by Midiguy — a predominantly 
deathmatch focused mapper that was active in 
‘95-'96. He’s made a bunch of other deathmatch 
maps — and after enjoying this one, I’m kind of 
interested in his other projects - some of which 
have also not received reviews. This is one of his 
earlier maps, so I’m hoping the latter levels are 
even better! 


BULL 230 
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That is what the author says in the readme. 
Mysteriously — the author makes no mention of, 
(what feels like) the million switches in this map. 
There is even a 4-sided pillar with a switch on 
each side. I'll be honest, other than the switch- 
es directly next to doors, I had very little under- 
Standing of what switch did what — it is impossible, 
(or close to it) to remember what each random 
switch does. For some reason, every power-up in 
the game makes an appearance in this map — you 
can imagine what that does for balance. 

This map is set up so haphazardly — there are 
knee-high little walls that impede your move- 
ment, too many teleporters to adequately re- 
member which one takes you where, not to men- 
tion you often must press an unrelated switch 


to even get a weapon - the SSG placement is & 


a prime example of this offense. The map also 


has a massive HOM - I think it is safe to say that © 


this endeavor was probably not playtested - but, 
the author credits 3 separate playtesters — so I’m 
very confused as to how such a thing could have 
happened. 

This is far more playable than ‘dusthole.wad”, 
but the switches are just so annoying — that the 
map is only a tiny bit better in my humble opin- 
ion. 


The map basically consists of 2 large nearly 
identical open areas connected to each other in 
the middle —- in the centre of this map is a giant 
variably raising wall. I was surprised to see such 
a structure in a deathmatch level — it really is the 
central feature of this map, both in position, and 
use. 

Basically, this wall acts both as your elevator to | 
the upper floor, as well as your only cover when 
you're in the lower open areas. The moving wall 
is triggered when either of the players approach it 
from their side. If both players arrive at once, this 
can have interesting effects — only portions of the | 
wall will lower — this makes for very unpredict- 
able gameplay, as you have no definitive way to 
identify what portions of the walls will be up when 
you approach the wall at any given time — some 
may not like this uncertainty, and that’s fine — but 
I think it truly allows for a lot of replayability — as 
the wall really does seem to act quite erratically. 

This map has some problems in the visual de- 
partment — I think a lot of textures clash visual- 
ly, especially the ‘nukage ceiling’.. this is a very 
Small cosmetic issue though, as the map at its 
core is very well crafted. There is a plaz in this 
map, but we seldom used it, instead more rely- 
ing on SSG dancing to get the fragging job done. 
This map’s spawns are pretty good in this map, 
with all 6 spawns being placed directly next to an 
SSG when you start — you aren’t given the weap- 
ons immediately — but you’re close enough that it 
never becomes a problem. 

An enjoyable level — it seems it would be even 


more fun / chaotic for a 3-4 person FFA session { 


than it was for duel. 
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\{ ff ( There is also a large diamond-shaped hallway 
ll Wa that goes around the entire perimeter of the map | 
01/25/1996 —- Ant — this is accessible only by a single unmarked door 


- there are no other entrances / exits from this 
region of the map. It is an extremely unpleasant 
experience to be randomly teleported all over the — 
map at any given moment - it didn’t even lead to 
any interesting frags, like you think it might, just 
annoyance. I know the author admittedly was — 
new to the editor — but I don’t think that fully ex- 
cuses what’s on display here. I thought this was 
perhaps an early troll WAD at first, but looking at 
the readme, this appears to have been meant to 
be taken seriously. I’m not sure how to feel about 
that. 

Regardless, I feel I need to remain somewhat 
objective in this situation - as this is arguably F 
near unplayable in any kind of deathmatch capac- 
ity — new to the editor, or not. 





I feel a little bad reviewing this WAD - but this 
is a shockingly bad deathmatch level. The map 
consists of a large diamond shape, populated 
with probably, (I kid you not) 15-25 blind tele- 
porters — the author was not kind enough to even 
mark them in any fashion at all — the only way to 
see the teleporters is via the automap —- on ports 
that display action lines. 
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ART BY MARIA KINNUN 
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ART BY VAN DAEMON 








TO SUBMIT YOUR OWN ARTWORK, CHECK OUT THE DOOM MASTER WADAZINE COMMUNITY DISCORD 
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1. Abyssal Speedmapping Sessian G1 - The Full Moon Rises Once Again! 
2. Une attempt to build a Stardate-like map 

3. Version 2.2] AGDoom 

4. [RCZ] Shades of Azure - 12 short, blue maps [Boom/cl9] 
5. Daam Z: The Way We Remember It [Release vB) 

G. | 2_days late christmas map 

?. War Ina Babylon [DiH, ~1 Omin| 

8. CWE Mega Texture Pack! (BOO Textures!) 

9. ADAM Chapter 5: Wards of Hell's Vengeance 

10. BlueAge - A brand new megawad 

1]. TechRase.wad 


12. Risk Blazer Standalane Release - Now on Idgames 

13. Buried Castle [Vanilla] 

14. [CP] DIY - Get imaginative with bald colars and MBF21 [signups apen] [v1.5] 

15. JAMAL JONES: One Man Jury - NEW Res Pack VY [Doomkid's 2H Years Mapping 
Cantest| 

14. Return ta Cinder (Plutania single map far limit-remaving parts) 


17. |] made E1M1 fram memary! 

1B. Abysm 2 EXPANSION: Spirit Falcan - Public Beta v1.2 

19. Reviver_Series_Death_Match{RvrSrsDM][Doam 2 Deathmatch] 

20. “Night Shade” A Small but Challenging Singleplayer Map 

21. Atalladera - Single map (GZDoam) 

22. [Map] Marble Madness 

23. [WIP] Unnamed DOOM | WAD - Episade 1 : The Incident 

24. BIKE TIME TRIAL (DEMO QUT) 

25. [Doam 2 Map] Marble Madness II 

2G. [BETA] The Eon Collection Val. | 

2/7. Ettiac: The Realm af Lands Lost - WIP Hexen wad for GZDaam 

2H. No Survivors - new map 

29. Daam 14 Supreme Adventure (GZDOOM) (11 maps, UDMF] 

30). Buffy The Vampire Slayer - Sunnydale is DOQMed 

3]. gz_bigcity - A GZDaom city sandbox map (UPDATE 1.1 RELEASED 1/12/2022) 
32. Pizzeria of Peril - limit remaving - 99 mansters 

33. (in pragress} DooM the mercenaries Deluxe: a Resident Evil 4 experience in DooM 
34. DOQM Chaves | DOOM El Chava 

35. My First Map: The Salt Mines - A single-map series af boam-campatible arenas 
34. [Map] Demons’ Ark 

37. [Hexen|[ERLBA demo map] Sunrise Citadel 

3H. Elysium’s Curse Episade 1 (MBFZ1 wad} 

39. Techblast - blast yourself through 2 new maps 

4G). [-CL9] QCCULA.WAD [RC1] 

4]. Unforgivable (Harrar Wad Demo) 

42. GOLDEN AXE DOQM! BUGFIXES! 1.82 (DEMG) 

43. Spooks in Space [5min, 35 mansters] 

44 FourFlavaurediscream 

45. [Map] Maw of Chaas - gzdoam/plutonia.wad 





U6. My first map 

47. Blueberry Blaze Cake | Boom-compatible trip ta a small blue hellscape [Naw an 
idgames] 

4H. Paradise Lost | - Reaper Games 

49. Map far Doom 2 --> Run Faster 

ot. Fast Paced CIF 

31. Dark Castle 

92. Black Rose CTF FINAL Kelease 

9.3. RDC Speedmapping Contest #24 - Vating Stage 

54. Universal fractal doom (GZDoom/LZDoam) 

95. Megawad - Project Electricity 

54. [Map] Manument of Kings - An arena slaughter map 

57. [Release, GZDoam & KG] Freaky Panties V: | Lave Penguins, a map done entirely in 
Eureka (v1.6.2, updated 23 Jan 20122] 

5H. OVERTURE - My first map ever 

99. Step to it - a playable speedmap | made on lunch ta demonstrate raising steps 
G0). Rapidfire 3 - G Level Limit Removing Mapset - RC3 

41. Qverstuffed Doom?) ([Farmally called DTWID smaashed tagether] 
42. 10 Maps far DOOMZ2: Inta the Weird Hell : (Qpen far Testing) UPDATED ta 
beta 1.3 

G3. Mastermind Cammand Centre - Vanilla Doom2 map 

GU. akashic migraine [-CL9] [RC1] 

G5. [Map] Base Icks - Vanilla Doom 2 

446. CeansFX.wad 

G7. A Revision ta Warehouse Base 

GH. [DeHackEd mad] Yet another deathmatch bat far Vanilla Doom 
G9. Naw Available: EXODUS, a set of 2 large maps 

7H. HELL TO YOU! My first map (far Doom] 

71. Brutal Capture The Flag (Nat Brutal Doom Related) 

72. Racky “Learned” Doom Builder (CL9} 

73. DoomCute with a vengeance 

74, My secand map 

75. 30 Heads, my first WAD 

74. House in the hills.wad 

77. Gassip [WIP] 

‘7H. BLOQD CHAMBER - New map 

79. Reviver_Series_Death_Match_Z|RvrSsDMZ|Doam Il: Hell on Earth}[Requires 
Source Part)(Z-4 Players) 

BE. Try ta recreate TNT fram memary! (Cammunity Project) 

81. No Escape [WIP] 

H2. Cantankerous Crater af Cataclysmic Calamity! 

83. [Map] [GZDoam] Guardians Of The Nebula 

BY. Statian 7: Semi-Challenging Techbase 

BS. The Dark Tower of Abyss [vanilla] (VERSION 2 NOW AVAILABLE} 
84. Moonlit District | 7 Vanilla-Campatible Maps 

87. [Limit-remaving] And then; 

HH. Hellbreach remastered, first map 

AY. [Map] [GZDaanm] The Pit of Despair 

90. [RELEASED] Nath’s ULTIMATE Additianal SFX Pack 

9]. Ascent inta Hell - Doom 2 (Limit Remaving] 

92. Ultimate Cammunity Project (READ POST FOR DETAILS} 

93. [WiP/Annaunce] The Bikini Bottam Massacre 

94, Apallyan Dema [Looking far specific mappers} 

95. Abyssal Speedmapping Session G2 - rectum rectum rectum 

96. Icanaclasm - A single map for vanilla Heretic 

97. Farest Fever: limit-remaving map [later maybe multiple maps} 


OH. My first WAD, Flesh and Metal 
99 Circadian Offset Part | Release 





1 HO. The Only Thing that could stap you is Death [ROOM | 1 map! 

101. Nukage Treatment Pools & Dead in Five Minutes - a new Z-map set |v. 1.00] 
182. Sharhell - E2M1 replacement (DOOM |} 

103. Underground Cult - an eerie Doam Il map 

1 G4. La Biblioteca (Beta) - Single WAD UDMF / GzDoam 

105. Vigor | Vanilla-Carmpatible Megawad 

106. 5 Minutes to Kill, A Speedmap Megawad where each map consecutively gets 5 
mare minutes [Limit Remaving, RC1.1]] 

107. ROBQTDEVIL 

1G. INNARDS - Single map far DOOM I 

1H9. Snake (boam map) 

11. A return ta farm, MAGMA DM! 

111. Da you like my signature IN the map? 

112. Rust Base (short rerelease compatible map] 

113. Qutpast 6? 

114. Racky's Randam Maps [CL] 

115. Mayan Reynalds | 7 Vanilla-Compatible Maps 

116. A Boom-campatible slaughter map:Pay H It 

117. Tarmention Hour - the survival harrar mad of my (in dev] 

118. ALEXD's MEGAWAD 

119. Doom Il Maps af Chaos Map] TERROR EDITION 

1 ZH. REKKR and REKKR: Sunken Land - Naw Standalone an DOS! 

121. PALACE. WAD - Map + Disjaint Ideas [GZDoam| 

122. farest cacao deman 

123. E2ME: Tower af Babel Remake (Far DOOM by the Map} 

124. GZSprFix [Revenant] O's sprite fixes repacked far GZDaam) 

125. What do you think af my map? 

126. Biohazard [a salo/multiplayer mad far Zandranum] 

127. [WIP] Hypothermia, a shart slaughter episade far boam 

] 2H. dead slaughter maps 1-7 

129. Easy Map 

130. Samsara Reincarnation 1.6 (Releases 2/18/2022) 

131. [(Cammunity Project] Morior Invictus (SLOTS FILLED??? WTF) 

132. Asmadeus Cursed Sanctuary 

133. DEP4HY: Japanese Valentines 

134. PQOGERS.wad 

135. Truck Dacks wad 

136. “Temple af Zimmer” A Doom Z Singleplayer/Coop map far “Community Trunk” 
137. Recreation of EIM1 and EIM2 far Doom 2 using GZDaoom - GZFREAZY.wad 














ENTIUNATI 


by LadyMist+D-agon 


MENTI NEWS TUFF 








NEWSTUFF RATING SYSTEM 





Serviceable Appetizer - @ 


May not be necessarily memorable 
but are still probably worth a play 
or two. Just don’t expect stunning 
visuals or calibrated setpiece battles 
(you may fight large mobs, but they 
don’t feel polished). 


Polarizing Cult - ! 


Something that may not have 
traditional gameplay or otherwise 
ol abaintiave me] e) elxeleroltiitemselilelolcemitele 
design or presentation but are still 


usually worth a look. 
IV] Y-Vadatel ae (Xo WeNe) L-1iy 4-) ie 


More memorable and definitely 
worth your time if you’re a die-hard 
wad player. Visuals and encounters 
may also be more sophisticated. 
OM-1xo] | No More) 1 I[01-1c0]0)(- MENU] oe] Kelo[=) 
from the usual stuff above. 


Eminently Enjoyable - $ 


late l-Yaneli-vo mame A\4_\ Dn | tle] MEET fate! 


out in the visual and gameplay 
departments. 


The Ominipotents - * 


The very best WADs released each 
month. Download them and put them 
in your ‘must play soon’ folder. By 
the Doom Masters’ words, you are 
obligated to play them. 


WAD OF THE MONTH 


The single best wad reviewed each 
month 


RUNNERS-UP 
The next best ones. There will be a 


minimum of 1 and a maximum of 3 
chosen each month. 


MOST VISUALLY DISTINCTIVE 


The wads with either the strongest or 
the most striking visual style. Wads 
with beautiful visuals will probably 
win this, but if none exist, it'll default 
to something with a different style. 


BEST GAMEPLAY MOD 


Best wads which modify gameplay 
aMolii-MieldumelmiekiiiolF 


BEST MISCELLANEOUS WAD 


The best of wads that are usually 
made for other Doom engine games 
(Heretic, Hexen, Strife), though TCs 
(Blade of Agony, for instance) and 
other indirectly-related Doom source 
port products may also be eligible. 
This is the one most likely to be 
intermittent. 


Death 
by Terry Evans 


A deathmatch map made in ‘94 and 
just recently uploaded to the ar- 
chives, this one has a simple layout 
and simple premise: circle around 
each other and attempt to  shot- 
gun each other in the dark. Without 
night-vision goggles anywhere and 
a sort of pit in the middle you can 
only escape from by waiting for a lift 
which moves much to slowly. | sup- 
pose the occasional staked corpses 
add some ambience but this is just 
feels bad and annoying. 


#Angry Anna: Halloween 
Quest 2# 


by Angel Neko X 


Plays in GZDoom. Angry Anna is 
back for yet another Halloween ad- 
venture! Six maps of grammatically 
incorrect and oftentimes stupid hu- 
mor greet you. Guncraft is no slouch, 
but as something of a jokewad, it’s 
largely based on how much the 
jokes are enhanced. Better watch out 
though, or Anna won't be angry for 
too much longer. Pick this up before 
the next installment is released! 


Death 
by Jason Whittington 


Yes, that’s right. Another E1M1 re- 


placement, another map called 
Death. This one can actually be 
played in single player, and is fairly 
decent monster-killing fun, but also is 
quite atrocious from that perspective. 
Basically, there’s no keys, but prog- 
ress is entirely determined by a series 
of lifts whose activation is incredibly 
inconsistent. On the one hand, some 
are activated by switches, while oth- 
ers are activated by invisible floor 
plates. Worst is the fact that there’s at 
least one series of switches that acti- 
vates something that’s completely at 
the other end of the map from you. 
It's about as cumbersome as you'd 
expect. Visually, there’s mostly a fair- 
ly consistent techbase aesthetic, yet 


it also feels like in spots random tex- 


tures were just slapped down, such 
as the wooden and red-hued areas 
demonstrate. It also could’ve used 
playtesting, if the HOM area near 
the beginning and broken secrets are 
any indication. Not recommended. 


@300, 600, 900, 1200 Sec- 
onds@ 
by OneTappyBoi 


Boom-compatible. A simple idea, 
speedmapping 
craze, but executed about as well 


born out of the 


as it could be. So you may laugh at 
the first map, and rightly so (key near 
door it opens) but the next ones are 
all fairly decent if you've only got 
tive minutes to kill. Last map is prob- 
ably the most visually uninteresting, 
but it still manages to have the best 
traps, the best music (track sounds in- 
spired by black sabbath’s electric fu- 
neral the best structure and so forth). 
There’s even a secret inside a mon- 
ster closet! Ammo is incredibly tight, 
so you'll want to lean on infighting. 
All the same, I’m not sure where the 
rocket launcher is in 1200 Seconds. 
The Super Shotgun placement could 
have been slightly better, but if noth- 
ing else, OnelappyBoi makes you 
work for it. 


All Hallow’s Eve 
by Doug Ryerson 


A ‘94 map replacing E1M1 yet 
again, this one is thankfully designed 
for single player, or so the author 
claims. The beginning section where 
you can teleport across the slime 
pit and barrels on the middle plat- 


6G 


form doesn’t exactly promise much. 
Still, the vanilla textures somehow 
come together to create the sort of 
map where creativity in layout was 
clearly on display, along with some 
rooms hinting at Doomcute. Though 
| don’t really think a teleporter was 
needed to reach a higher ledge 
(stairs are tricky for early mappers, 
maybe?®), this was somewhat satis- 
tying. Most inventive part would be 
just inside where you make choices 
of two different items. After making 
said choices, you are then blocked 
off from the rooms said items were 
located in, and you can’t enter any- 
more. 


#Distorted Space# 
by NoisyVelvet 


Boom-compatible. Made in 2014 
by the NoisyVelvet but only re- 
leased just now, this is proof positive 
that you really ought to release your 
first maps if sufficiently ambitious 
enough, even if they are a convolut- 
ed mess. Not as if this is convoluted 
at all: a largely-darkened volcanic 
rock and blood-filled pit, there are 
tons of little nooks and crannies you 
can leap yourself into to collect extra 
ammo and other supplies. Progres- 
sion is somewhat strange, as you're 
being teleported to 3 distinct if sim- 
ilar rocky areas. There’s much cool 
use of verticality with the amount of 
raised ledges and how your obser- 
vation there will show you how to 
avoid and fire. Especially as you en- 
ter the middle area, you're greeted 
with something of a bullet hell and 
a self-indulgent amount of pinkies. 


“,..1f nothing else, OneTappyBoi 


makes you work for it.” 


300, 600, 900, 1200 Seconds by OnelappyBoy 9 9 





C Giot off the heels of Doom Island, 


Nicolas Monti brings us yet another 


set of 9 maps, this one covering a... 


range of environments.” 9 9 


Cyberpunx by Nicolas Monti 


The BFG that appears to be sitting on 
a red-rock throne will get teleported 
away as you walk to it. The process 
to finding it is simple but actually fair- 
ly clever. The very last area you're 
teleported to appears to be a ruined 
marble fortress but step off the plat- 
form with the flashing arrow and all 
of that stuff lowers down, revealing 
a large blood pool with scattered 
Lost Souls, two Cyberdemons and a 
non-aggressive Icon of Sin. It seems 
ridiculous, but it’s not like rockets/ 
cells are exactly prolific. Overall, a 
tun and solid experience if not par- 
ticularly visually striking 


Anthell 
by Anthony Bell 


So many 94 maps uploaded now. 
This replaces E3M1. Vines and clev- 
er use of shadows would seem to 
suggest a strongly-made map, but 
you'll soon find that shotgun ammo 
is very slim and nary a chaingun to 
be found. The way this map vacil- 
lates between hellish and tech envi- 
rons feels somewhat more incoherent 
than surreal. Then there’s the many 
strange design decisions: the invisi- 
ble lift that damages you in the mid- 
dle of one room that you can create 
a softlock if you hit the switches in the 
wrong order, a very confusing series 
of switches in the middle of the over- 
scaled room you can see the map’s 
name written on, and finally, this 
weird teleport square gimmick room 
with a megarmour in the middle that 
seems practically impossible to get 
out of if you don’t take any time to 
observe your surroundings. On the 
plus side, the mandatory secret does 


feel kind of cool. 


Wom.wad 
by Womneare 


Sound effect replacement that pro- 
duces a massive string of abrasive 
and fuzzy static that only grows lon- 
ger the more you fire your gun. Is this 
a jokewad? If you have to ask that, 
you probably shouldn't play it. Just 
an idea. 


RUNNER UP 1 


SMalevolent Murder Ma- 
chine$ 
by Clippy 


Boom-compatible. Everyone’s favor- 
ite Kentucky-Fried Canadian is back 
for another creative and chaotic map 
that pushes all the limits of acceptable 
gameplay! Utilizing his penchant for 
barrels yet again to create another 
awesome map, Clippy also sets this 
in a hellish environment where every 
step feels like danger as the burning 
liquid pierces your armour! There’s 
plenty of health ripe for the taking, 
though you have to seek it out in the 
tinal section. Speaking of that, open- 
ing the exit essentially involves head- 
ing into the monster closets that open 
up when you hit the switch behind 
the red bars and hitting the switches 
located herein. It'll take some time, 
but the secrets will help a lot! | only 
found 5 of them, however. With a 
map that seems to be a Going Down 
emulation mixed with Clippy’s per- 
sonal touch, not sure how you could 
screw up badly. 


$Cyberpunx$ 


by Nicolas Monti 


Limit-removing. Hot off the heels of 
Doom Island, Nicolas Monti brings 
us yet another set of 9 maps, this 
one covering a much larger range of 
environments. There’s a techbase, a 
city, a forest, a futuristic city, a mine, 
a technology palace, and some 
more generic locations. It’s all done 
with the same thought and care as 
Doom Island though. Combat kind of 
works the same story, so if you like 
that great, otherwise you might want 
to take the difficulty down a notch or 
two. 


@Aqua Dock@ 
by DynamiteKaitorn 


Vanilla. DynamiteKaitorn is a name 
| recognize from a couple of differ- 
ent community projects. Now they've 
made this E1M1 replacement for 
Heretic! Perhaps the reputation of 
Heretic as a game folks map for when 
they ‘re just starting out precedes it, as 
there are a number of amateurish de- 
sign decisions, ranging from the way 
forward being behind your starting 
location, to the vast collection of en- 
emies in the pit around the fountain in 
the center of the town comprising the 
area you'll spend most of your time 
in. It does play very solidly though, 
and the rooms in the houses are all 
strongly detailed. Lack of crossbow 
ammo in the starting courtyard might 
be slightly worrisome but it’s all quite 
manageable. All in all, it plays de- 
cently. 


$Slime on Earth$ 
by Doomer Boards 

Limit-removing. SuperCupcakelac- 
tics is back with yet another project 
after some months away from map- 
ping! And this time it’s Chex Quest! 6 
maps of blasting Flemoids to the next 
dimension! First two maps don’t seem 
like much (wiseass joe-llya turns in a 
literal Entryway reskinning) but the 
difficulty climbs sharply in the 3rd 
map with increasing amount of de- 
tail and place-setting used to create 





maps of far greater sophistication 
and challenge than anything that ap- 
peared in the trilogy. If you thought 
joe-llya goes too easy on you in oth- 
er DBPs, prepare to have your world 
rocked by Map 03 when you reach 
the top of the slime fall you can view 
from the map’s beginning! The sub- 
sequent maps are all more manage- 
able (vandaemon’s matador-esque 
chexcute map 04 for instance), other 
than maybe Map 06 where Cuppy 
turns up the annoyance factor and 
makes probably the overall hardest 
map in the set. Special shoutout to 
kvsari whom I’m not sure has been 
around since Luminous Glow for the 
best pairing of music and action so 
far. Unfortunately, Chex Quest com- 
bat is just not as fun as Doom’s which 
is why it’s not exactly getting a ‘best 
of’ award. However, if you're just 
looking for another DBP to play, this 


/ 


one will not disappoint! 


Freejack 
by David Livingston 


A 90s-era map that replaces E2M1. 
Very basic and very vanilla map that 
still plays very well, despite some 
odd design decisions and general 
lack of visual flair. At the least, David 
did some minor experimentation with 
shadows. Despite some unnecessary 
supplies however, and _ increasing 
the amount of Barons that need to 
be murdered with only a shotgun to- 
ward the end, there’s not too much 
room to complain. Unlike the usual 
‘94 fare, experimentation is minimal, 


but things are played very safe as a 


result. 


Snake Gun 
by Nihlith 


Plays in GZDoom. Basically, your 
shotgun and super shotgun is re- 
placed with a double-barrel magic 
weapon with eyes on the barrels. 
Kick your foes’ asses! In case you 
want to add some snake to your 
blasting. 


#No Future Hope# 
by Impeller 


basical- 


Vanilla. E4M1 
ly. Though that’s mainly because of 


remake, 


vaguely similar thematics, limited 
health and ammo, along with a basic 
square layout. I’m not sure it’s quite 
as bleak as that, at least until the 
map starts spamming Barons of Hell 
in every trap. People may still like 
this, but it’s quite unfriendly to those 
who don’t know what they’re in for. 


#Cyber’s Little Helper# 
by CBM 


CBM claims to have never seen any 
Xmas-themed sprite replacements, 
and I’m like “Buddy...” but no mat- 
ter. The imp replacement’s ok, but the 
standouts are the demons and shot- 
gun replacements. Probably a little 
garish for some but incredibly cre- 
ative all the same. 


#City Pain# 
by RetroAkaMe 


Boom-compatible and _ requires 
OTEX (you'll have to load it all in the 
correct order). A city map, though it 
just looks like a rocky background 
with some buildings on the surface. 
Later on, you travel through a sky- 
scraper land with a hedge wall and 
some nasty enemies. You're proba- 
bly a touch overloaded with rockets, 
but no matter, the more the merrier. 
The second and park-like map is de- 
scribed as a ‘bonus map’ and that’s 
probably accurate. It’s so funny how 
there’s a Caco attendant behind a 
desk with the Megasphere. It’s basi- 
cally just a collection of slaughter-lite 
tights. Very strong all around, how- 
ever. 


#Chinese Communist Party... 
stein# 


by goldsteed 


Plays in GZDoom. Has different be- 
ginnings and ending, depending on 
which version you load. Everything 
basically plays out the same though. 
The term ‘remake’ feels a little broad 


in this context, but it could be much 
worst. SS troopers are replaced by 
PLA guys who let out the Strife death 
grunt upon their expirations. Further 
in, you come across smiling stars and 
of course, pictures of Xi Jinping with 
a Winnie the Pooh nose drawn on. 
| really like the cool electronic beat. 
Not especially notable but executed 
quite well all the same. Chinese play- 
ers may want to take care though. 


#FEAR in GZDoom# 
by kalensar 


A gameplay mod translating weap- 
ons along with some enemy aspects 
from the better Doom 3 to the GZ- 
Doom format. This isn’t the first it- 
eration of such mods and it’s quite 
doubtful this'll be the last. The weap- 
ons are probably the best part. There 
aren't exactly 1:1 equivalents to the 
weapons in GZDoom, either in type 
or in function . However, among the 
replacements is a sniper rifle (which 
kind of breaks maps with lower-tier 
hitscanners to be honest) and an RPG 
that is thankfully not overly bouncy. 
The enemy designs are far more of a 
mixed bag. Changing hell noble de- 
sign to that of Super Imps and turn- 
ing Arachnotrons into Revenants that 
tire plasma is...a fair stretch when it 
comes to copying a FEAR enemy. 
The Caco and zombie replacements 
translate far more directly however. 
| think it has more utility than kalen- 
sar’s previous Simple Heretic, but this 
probably goes a little bit better with 
sci-fi themed environments, other- 
wise, things will feel off. Also, you'll 
have to deal with the jarring reality 
the sprite replacements are some- 
what half-baked. A product of Doom 
engine limitations? Perhaps, but this 
seems like something that could’ve 
been resolved with more time 


@Gavial Jaws@ 
by Albatross 


Boom-compatible. Albatross takes a 
sharp right turn after Enigma in Sec- 
tor Sigma, quietly releasing this entry 
to /idgames without announcement. 
On the surface, a fairly basic Doom 





1-esque temple map, if one that uti- 
lizes some impressive verticality, 
along with some white-colored wa- 
ter and torches giving this a mildly 
individual touch. While it might feel 
rather easy at first, you'll soon real- 
ize the real challenge — finding out 
how to access the all the green skull 
keys. The solution is frankly, far too 
obscure to make me feel especially 
accomplished for having discov- 
ered. Though it does open the way 
to the final battle: a showdown at a 
bridge with a Cyberdemon, along 
with some Imps that teleport behind 
the now-raised bars on either side. 
You'll have just enough rockets for 
the Cyberdemon. Good luck! Defi- 
nitely worth at least 1 or 2 plays de- 
spite some blandness. 


#Woodcrawl# 
by CBM 


A wooden-styled speedmap, made 
by CBM and utilizing (abusing?) the 
enemies-raising-from-pits gimmick. 
It’s a fun sort of scramble for weap- 
ons and ammo before you're in a 
position to take everything on. The 
end result is ultimately quite strong 
though. A great way to spend 15 
minutes as you whittle down every- 


thing stacked against you. 


@MxBobbie’s EIM1 remake@ 
by Mxbobbie49 


Vanilla. A simple replacement for 
EI1M1, this map doesn’t actually 
bear much resemblance to the orig- 
inal layout whatsoever, other than 
the starting room having a blur car- 
pet in the center. Other than being 
slightly more difficult than the origi- 
nal, there’s nothing particularly ex- 
traordinary happening. It looks well, 
plays fairly well, and has the sorts of 
details you’d expect in the average 
El map. Secrets are fairly satisfying 
to find, but only the first one felt like 
any sort of victory. Nothing to com- 
plain about, but nothing that stands 
out too much either. 


#Tiny Terror# 
by Dubbag 


Vanilla. Very tiny soeedmap. A sim- 
ple fortress layout, the objective is 
get inside the switch-helmed door 
to exit. A Revenant and hitscanners 
above you will make that difficult, 
along with a whole host of other en- 
emies, like pinkies in the chasm and 
Lost Souls in the tunnel to your left. If 
you ve got a few minutes, this map is 
perfect! 


RUNNER UP 2 


$ Jonathan’s Arcade Map- 


in 
by DoomTheRobot, et. al 


Boom-compatible. 7 maps which are 
all determined to rock your socks off! 
Starting out in a typical OTEX medi- 
eval fortress, thing quickly move on 
to a processing, refinement, and ex- 
perimentation facility, a mine with a 
Romero Head at the end for no ap- 
parent reason and much more. What 
seems like another average mapset 
ends up proving otherwise by the 
second map. As you collect keys, 
massive ambushes will appear, the 
second one being well-nigh impos- 
sible unless you can figure out how 
to access the Megasphere. For a col- 


lection of largely beginner mappers, 


this is excellent stuff. Special note 
goes to the composing style of NaN, 
ranging between abrasive and 
catchy and perhaps just plain abra- 


sive but regardless, it’s quite distinct. 


#Stahl de Verdammns (Steel 


of Doom)# 
by Chested Armor 


Plays in GZDoom. Chested Armor 
brings up this slightly experimental 
map, largely set in a tomb with strik- 
ing colour schemes used at various 
points. The main thing to note is the 
new sphere, a sort of retextured In- 
vulnerability sohere that raises your 
attack power by a power of 4 at 
least and makes you immune to 
pain but you still can be killed. For 
some reason, Chested also throws in 


some Baby Cacos. It’s like he knows 
Il shed a tear every time | have to 
shoot them. Also, why can we not 
jump off the platform with the cage 
once we're able to access it? | guess 
since the way to the exit is not so ob- 
vious, it keeps players from wander- 
ing off, but idk, it just seemed a little 
pointless. 


Newwood 
by CBM 


Vanilla. Collection of wood corri- 
dors. Decent variety of enemies for 
only being 9, | guess. There is some- 
thing strangely compelling to me 
about exploring these sorts of loca- 
tions, but there’s really not much to 
say, beyond | like the berserk pack 
provided here. 


#Baron’s Realm# 
by SMG_Man 


Will play in most limit -removing ports 
that aren't Boom or Boom-forked 
(there are serious HOM issues in sev- 
eral areas). A fairly large and difficult 
map with many strong and individ- 
ual moments of detail that replac- 
es Map 25, you'll have somewhat 
limited options to progress properly 
because there are Barons basically 
everywhere and the regular shotgun 
and limited ammo aren't exactly very 
encouraging. An exploration map 
but one where it’s not wise to stand 
still in. Keep moving and don’t allow 
yourself to get cornered. 


@TestPack@ 
by Snoopier 


5 maps, mostly of essential medioc- 
rity and an oversupply of large hall- 
ways and bullet hell. At first, things 
are fairly bland, but the layouts get 
more interesting as things go on. The 
last map is by far the best, a military 
complex located next to the ocean 
with accompanying fog and piers. 
And trucks, so many trucks. The inside 
of the base is just as interesting, to a 
point. Though once you get past the 
opening café and auditorium, you've 
basically got lots of empty, bland 





hallways before you get to the final 
area; a massive warehouse filled 
with more monsters than you can 
shake a stick at, containing the red 
key you need to open the gate out- 
side and presumably finally escape 
from the madness. Not half-bad, but 
the maps could've been shrunken to 
some degree. 


Internment 
by Stein Krauz 


A late 90s map just recently upload- 
ed to the archives, by the original 
author it appears. Though the time 
stamp seems to suggest the process 
started some months ago, it’s only 
appeared on /idgames these past 
few weeks. The author says about 
this map “Just a sequence of rooms 
and fields with some tricks and se- 
crets without any goal or a plot.” 
Has there been some other early 
mapper who's been so straightfor- 
ward about their intentions? | don’t 
think so, and that is indeed accurate. 
Unmarked doors, linedefs that you'd 
think indicate invisible doors which 
refuse to open, textures laid down in 
an entirely random fashion, monster 
closets opening behind in corridors 
you can hardly move in. and ran- 
dom-ass crushers, such as an exit 
sign you see quite early on that’s not 
the real exit. Yes, the Wolfenstein 
area is pointless and looks almost 
purposely sloppy, but every so of- 
ten, Stein hits on something. For in- 
stance, enter one room where you're 
facing those screaming faces, which 
will then open up and reveal an 
Arch-vile. Having said that, most of 
the traps just feel annoying, and the 
compelling moments are few and far 
between. 


SRed-Bricked Lava Pit of 
Doom 
by Yumheart 


Boom-compatible. It’s been a long 
time since | played a Yumheart (for- 
merly C3ntralP4ocessing) map, and 
my god, this does NOT disappoint! 
| made the name up since one was 
not provided, and dude this rocked! 


The silly-ass Streets of Rage music 
only alleviates the hyperactive ar- 
cade feeling of this map. Only issue 
| really had was placing a rocket 
launcher in a random square | had 
to fight through to reach. Mostly 
though, you’re just punching your 
way through mid-tier enemies, and 
there’s literally almost nothing bet- 
ter than that. Whereas the average 
MartyandDoomer map (no, | am 
NOT spelling his damn username 
out) is an imo boring grind with the 
sort of overly open design | loathe, 
there are square pillars arranged in 
a strongly symmetrical fashion that 
has far stronger appeal than just 
some BFG and circle-strafe trap. 
And there’s less than 200 enemies so 
it’s almost the exact right length. De- 
spite seeing some complaints about 
arch-viles, | feel they help to allevi- 
ate a certain monotony you might 
start feeling after a while. Great job 
Yumheart! 


#Burning Ring of Fire # 
by whybmonotacrab 


Vanilla. Map largely made of wood 
and beige brick that is quite hard. 
You could try to shoot the Arch-vile 
at the beginning but the pinkies and 
Revenants will make things very dif- 
ficult for you. Not like the threats 
around are exactly lesser. Not to 
mention the corridor of shotgun guys 
and the fact you only get a rocket 
launcher late makes things so easy. 
And since | play through a million 
wads a day, | may have forgot that 
| would’ve been better off on HMP. 
Still, I'd replay it. 


RUNNER-UP 3 


$Panic Switch$ 
by Clamgor 


Boom-compatible. Large map taking 
place ina sort of.....almost complete - 
ly corrupted subway station? No, se- 
riously, the shapes of the structures 
bears too much resemblance for it to 
be anything else. Lots of large am- 
bushes and fights for those of you like 


those, though a couple of them feel 


a little cheap (chaingunner mob be- 
cause | stepped inside the room right 
at the bottom of the stairs? C’mon). 
| really wish | didn’t have to hear 
D_SHAWN AGGAAAIN (it’s just as 
bad as hearing D_LRUNNIN for the 
5,768th time) but this was otherwise 
really good. The increased tenden- 
cy to throw 2 Arch-viles your way is 
perhaps quite indicative of this, such 
as in the final, chaotic battle, an are- 
na where other than some Manicubi 
teleporting in, is basically designed 
for you to sit and watch the fireworks. 
The secrets all seem quite worthy 
too, though I’m not sure how to ac- 
cess them. Despite the high monster 
count, around half of them or so are 
in the last arena, so it doesn’t take 
anywhere as long as you might think. 
Not to mention you're provided with 
plenty of plasma cells, so you can 
basically go wild with shooting for 
the most part if you’re not too keen 
on infighting. Awesome map. 


@Dead Starport@ 
by mxbobbie49 


Vanilla-compatible. Hey, ya hear? 
MxBobbie was just voted one of the 
most promising newcomers in the 
Cacowards! Eh, anyways, it’s prob- 
ably not because of maps like this. 
A brief, 1024X1024 speedmap with 
utterly unremarkable design, this 
nevertheless packs a decent amount 
of limited but tight action. Resources 
are quite limited, but you'll probably 
be ok if you’re a decent player It’s not 


really something | can justify replay- 


ing though. On a more minor note, 
why make the final enemies Pain El- 
ementals? | guess maybe Bobbie just 
wanted to annoy us in a less deadly 
manner? Am | just salty because | ex- 
ited with 10 percent health? Meh, it’s 
tine. Bobbie does have a good sense 
of simplicity as well as respect for the 
past, if you haven't played either of 
the two remakes he’s done thus far. 


SDOOM CES 
by Molecicco 


This project aims to combine some 
of the best features of PSX Doom 





TC with Doom 64 Retribution. Sup- 
posedly, it aims to make this port 
more faithful to the vanilla versions 
of those games while providing the 
option for many features that weren't 
possible in the original versions of 
its parent TCs. For instance, lighting 
which is more faithful to the parent 
versions of those games, as well as 
default aspect ratios, flashlights, and 
best of all, ambient sounds! There 
are many others, but that should be 
enough to give you some idea. There 
are also a few megawads (Beta 64 
and Fall of Triton for starters) that 
have been ported so they'll work in 
Doom CE. Best of all, there are two 
different versions if you're not ex- 
actly enthused about the option for 
extra features, Full and Lite. Anyone 
into the Doom 64/PSX Doom mod- 
ding scenes should definitely look 
into this! 


#Visa to the Stars# 
by HrnekBezucha 


Vanilla. Strong, seemingly simple 
techbase map that reveals more 
beneath the surface than you might 
guess at first blush. Secrets were 
easy to find unlike, say, most of 
Panic Switch. And you'll be thank- 
ful for most of them, believe me, as 


you can’t feel anything else as you 


witness Combat Armour and plas- 
ma rifles. Revenants and Arch-viles 
are mildly prolific for a map of this 
size with the amount of ammo on 
the ground likely to induce some 
nervousness. Having a secret being 
guarded by an Arch-vile inside a 
crate not far from the beginning was 
quite a curious decision and might 
annoy most people. However, com- 
bat is quite fun, if a little on the claus- 
trophobic end of things, with even a 
little Going Down moment involving 
some Revenants in a secret revealed 
through progression if you're obser- 
vant. Cool crusher in the slime btw, 
as well as office with blue key you 
need to press the computer on to es- 
cape from. Very fun map. 


#Vanilla Base# 
by LoneAlpha2041 


Vanilla-compatible. Months after the 
ambitious Dead Signals, LA comes 
out with this. Self-effacing name 
and consistently-tan aesthetic don’t 
take away from the fact that this is 
a strongly-built map, using mostly 
Doom | techbase textures with some 
Doom II computer stuff thrown in for 
fun Vast majority of monsters in the 
tirst 60 percent of the map other than 
a Revenant or two and some scat- 
tered chaingunners are also com- 
prised of the Doom 1 roster, though 
an Arch-vile, and several Revenants/ 
Hell Knights appear later. Don't be 
deceived into thinking this is easy 
because the beginning scramble will 
certainly disabuse you of that no- 
tion. All the secrets are cool and fun 
to find and completely fit with what 
(the mapper) was going for. Oddly, 
| discovered most of the secrets be- 
fore finding the red key because of 
| didn’t check one critical location. 
The constant ambushes upon acaquir- 
ing all keys after the red one do get 
a little tiring and feel like an artificial 
means of orchestrating challenge. All 
the same, this is a strong effort, well 
worth playing through a few times at 
least, if you're so incline 


#Slaughter on the Dance 
Floor# 


by whybmonotacrab 


Very difficult, if 


somewhat short slaughter map, this 


Limit-removing. 


map has a checkerboard structure 
that’s quite difficult to navigate for 
probably most people. A _ rocket 
launcher will indicate the beginning 
of the initial stages, which might be 
the hardest to survive. Get through 
this though, and you'll get to some- 
thing that’s far more of a traditional 
slaughter fight, though maybe just a 
little too difficult and repetitive than 
| like. A midi from Tristan Clark’s EP 
“Voyager” is used here which actu- 
ally works quite well. 


@Birthday Wedgie@ 


by cannonball 


Vanilla. Short, but challenging map, 
utilizing some strong verticality. I’m 
not sure how to feel about something 
that can be beaten at least in part by 
dropping into a pit then cheezing en- 
emies from some surrounding alcove. 
All the same, it’s quite solid. Having 
the red key revealed by heading to 
a switchless blue door was kind of.... 
strange though. And no one can tell 
me the Cyberdemons are meant to 
be anything else but window dress- 
ing. It was fun though 


#The Failed Experiment# 
by ProYT 


Plays in GZDoom. So, we've got a 
custom, sort of futuristic status bar, 
along with several custom textures 
and a awesome metal cover of 
“Hiding the Secrets.” And there’s 14 
secrets! | only found 4 of them, but 
that’s ok. It’s still a fairly easy map, 
lacking much of the top tier of mon- 
sters but feeling in many ways like 
an abandoned base in spaaace. | 
dunno what that custom Imp with the 
mouth on their chest is doing here 
since they seem to have the same 
amount of health as vanilla Imps, but 
no matter. 


@Sectrslayr Slayin’ Sectors 
Like 

by Only a Slayer Can@ 

by sectrslayr 


Speedmap, 
largely comprised of a temple-like 


Boom-compatible. 


green marble space, albeit with 
some signs of epic architecture. You 
may have to scramble for the rocket 
launcher, but after that, you can go 
to town! Last fight is in a darkened 
room with the yellow key in the cen- 
ter consisting of much of the remain- 
ing monster count. It’s all Imps, so 
maybe it’s just a touch disappointing. 
Still, it was very fun while it lasted. | 
just wished that a secret or two had 


been added. 





@Hellish Trails@ 
by Tormer 


For GZDoom. What seems like a 
generic and linear sort of myfirst- 
map turns into some back-and-forth- 
type stuff through areas you largely 
haven't been through before with 
grand-appearing tan brick buildings 
and some seriously hellified loca- 
tions. There are no difficulty settings, 
but that’s ok, because Tormer is not 
going so hard on you. Despite the 
high monster count, it took me under 
AO minutes to finish and played quite 
well. Despite the fact it seems like 
many different things are being tried, 
it all fits together in a surreal sort of 
way. There were some areas that re- 
minded me of areas in other games, 
but that was probably coincidental. 
Overall, it was just fun. 


#Castle of Lunacy# - 


Vanilla. A somewhat reworked ver- 
sion of a map originally created by 
the author in 1996 with some custom 
enemies added in for fun, along with 


several silly awake/death sounds 
(and the skittering of the Archno- 
trons’ robot legs of course). It’s not 


long in that you’re introduced to the 
Tek Imp. These guys fire a rocket 
launcher and have an energy shield 
which basically means their health is 
more equivalent to that of a Mancubi 
than a garden-variety Imp. Person- 
ally, the health count feels closer to 
that of a hell knight. The plasma rifle 
has been modified so that it shoots 
red light instead of blue and has a 
less abrasive sound. 


This is one of those old-school castle 
maps where the real joy lies in the 
exploration and poking around of 
every little corner. There’s a decent 
sequence near the beginning where 
you activate a crusher to kill a cyber- 
demon that fires at you from a grate 
near the beginning. Of course, you 
still have to cross this room to pro- 
ceed, and the crusher works oh-so- 
slowly, but that’s probably the worst 
part. 


$Guard Soul Presents Phobos 
Lab$ 

by GuardSoul 

For GZDoom. An E1M5 remake 
that keeps the same basic layout but 
adds in all sorts of detail that actu- 
ally fits said layout, although cer- 
tain spots are modified to give off a 
slightly more realistic design. One 
thing needs to be noted: crouching 
and jumping are required to access a 
number of secrets and there are some 
vents which actually breakable, just 
in case you feel stuck. Difficulty-wise, 
it's not a whole lot harder than the 
original E1M5, but enemy density’s 
much higher, in some accordance 
with more modern Doom. Some of 
the secrets correspond closely to the 
locations in the original, but in oth- 
er cases, they are entirely new. The 
outside courtyard with the Super- 
charge near the chainsaw has some 
wonderfully naturalistic detail. The 
secret that’s also a shortcut to the exit 
now contains a teleportation cham- 
ber instead of a demonic symbol. 
Finally, the last room is most contro- 
versially lit up, although | guess with 
the kind of space being rendered, it 
may have seemed pointless to have 
all the lights out when pitch-darkness 
was not a design goal. That said, this 
Is a great map 


#Screw You Krampus!# 
by Kuro_mahoh 


Limit-removing. A Christmas map 
with the rough tone of a Gaming 
Gargoyle video, you start facing 
a fireplace. Maybe Doomguy got 
pissy because his demonic buddies 
are being too loud, but at any rate, 
he stomps out and hunts them down 
one by one. This house has many ex- 
cellent examples of Doomcute such 
as former humans playing Doom II 
or a Chaingunner peeing in the toi- 
let whilst an Imp gives themselves a 
morning ablution. 


This ends as you leave, and you end 
up traversing snowy environs whilst 
the presence of wooden demonic- 


ness becomes more and more evi- 
dent. The long room at the east end 
of the map has quite amusing place- 
ment of Imps in alcoves where they 
cannon see you! In the first building 
you come to after this, a door reveals 
a cheeky Arch-vile, ready to give 
you a joyously firey holiday. Since 
Doomguy is a complete Scrooge, he 
most rudely declines. Side-ambush- 
es involving 4 Arch-viles with hardly 
any ammo definitely feel light-heart- 


ed. 


The final battle places you against 
Krampus, who’s got the power to fire 
rockets for some reason and his Imp 
coterie. 10 SS shots and he should 
go down 


What a funny map, not especially 
hard for the most part, but certainly 
plays an ammo deprivation game. 


#Anthill# 
by Roofi 


Vanilla. A mix of techbase with some 
viney tunnels that presumably give 
the map its name, this map lets you 
know from the get-go its not mess- 
ing around. Lots of Arch-viles and 
so many Revenants, though this is far 
from Roofi’s hardest map. The pillar 
in the middle unleashes all kinds of 
nasty with a Mastermind ready to 
put you in your place if you try to 
behave recklessly. Near the end, 
there’s a nasty ambush involving a 
Cyberdemon that’s thankfully a fair 
distance away. Still, these silver halls 
are cramped and there’s not exactly 
tons of room to move 


S$Don’t Turn Your Back on the 
City$S 


by Suzanne Will “Trashbang” 


Boom-compatible. Have you ever 
wondered what would happen if 
someone made a strong attempt at 
making a realistic city with abstract 
features? This is the result. Crawling 
your way through the back alleys 
and streets may not be particularly 





challenging but there are a number 
of small-scale fights to keep you on 
your toes. 2 of the secrets are visible 
from outside their location and can 
be accessed if you’re willing to press 
against nearby walls. Please do, be- 
cause these areas contain some actu- 
al Doomcute! Final battle places you 
in a drainage ditch with a flesh wall 
at the front end and pits you against 
a cyberdemon, swarming Imps, and 
a strong cadre of Mancubi from the 
opposite end. A little tricky but you 
can do it! 


@Hexed Temple@ 


Vanilla. Simple but tough Hexen 
map, forcing you to get going quick- 
ly on higher difficulty levels unless 
you want to die. The long hallway 
and side rooms with switches frankly 
feels a little trollish. Even more so is 
the Hereiarch pair in one room. Ok, 
but there’s not really much to say 
here. 


#Production Line# 
by Roofi 


Vanilla. The most Doomcute Roofi has 
gotten since 180 Minutes Pour Vivre, 
which really isn’t saying that much as 
it turns out. Open warehouse-esque 
layouts, stopped conveyor belts and 
a desk in what's otherwise fairly rou- 
tine. Not as cramped as Anthill, but 


tights are plenty frenetic. Things be- 


comes quite nasty at the end. A room 
tilled with Barons and shotgunners 
for one. 


#Christmas Cheer from the 
Chill Zone# 
by Clippy, et. Al 


Limit-removing. It’s time to deck the 
halls with chunks of bodies with this 
21 set of maps by the Doomworld 
Whether 


tol-starting or playing continuously, 


community! youre pis- 
you ll be happy to show demons the 
Christmas spirit by handing them the 
gift of a shotgun shell to their faces! 
Be careful though, demons hate hav- 


ing their Christmas ruined just like 
anyone else and they won't hesitate 
to roast you along with the chestnuts 
if you're foolish enough to let your 
guard down. 


#School is for fools# 
by MemeMind 


Vanilla. Mememind turns out a sur- 
prisingly strong set. 10 extremely 
short maps in the fine tradition of 
Short Maps for Short People, other 
than not being especially challeng- 
ing for the most part. A variety of 
scenarios are still presented though. 
From a sergeant closet ambush in 
map O1 to traveling through a vent 
that you can see an Arch-vile through 
in Map 02, to some beautifully-ren- 
dered hell environs in Maps 05 and 
10, there’s always an intrigue factor. 
Map 10 seems a little easy, but | 
can tell you it’s also not one that you 
can avoid playing intelligently if you 
want a decent chance of surviving. 
Anyways, it’s defeating the purpose 
of these maps if you're overly con- 
cerned with mastering them. Play 1 
each in your spare time! 


#The Far Well# 
by Roofi 


Vanilla. An ancient brick building 
tilled with slime, even though an- 
cient civilizations had no knowledge 
of toxic waste and indeed, nuclear 
waste was completely unknown un- 
til after WW Il. Despite some nasty 
ambushes, this is probably easier 
than the first two maps. Which makes 
it ironic a Hell Revealed II track was 
used. That’s something that would 
make more sense in Anthill’s context. 


HGTFO# 


by RonnieJamesDiner 


For GZDoom. A massive map with 
absolutely NO combat. That's right. 
Your objective is to escape! As an 
apparently weak engineer who loses 
every fight, you can’t even strike at 
the monsters (though you do see a 
lift with tons of supplies going down 


when you're heading up neat the 
end — Ronnie you cheeky bastard!). 
Just lots of crawling around in. vents 
and escaping an increasingly intense 
series of traps. Unfortunately, there 
are several spots that are far too de- 
pendent on RNG in order for you to 
succeed (dodge the Cyberdemon 
in the small room in the hopes he'll 
blow up the series of barrels with a 
Supercharge behind them to contin- 
ue? Noooooo). And it all goes on 
perhaps a bit too long. At least there 
are frequent autosaves. All the same, 
this is one experiment that doesn’t 
quite hit the mark. This is too inten- 
tionally-made for me to rank it too 
lowly however. Stay away if you're 
allergic to Doom platforming though, 
despite it only being necessary in 
one area near the end. 


@Dubzz 5- Minute Design As- 


sembly@ 
by Dubzz, et. Al 


Boom-compatible. A megawad 
made up entirely of maps made in 
roughly 5 minutes, and do they ever 
vary in quality! The maps by Dubzz, 
Rayzik, and Biz actually are quite 
good for their size and provide some 
tun fights. The rest take some vague 
concept but can only put the most 
minimal effort in applying it. Several 
have potential but are ultimately too 
difficult to be fun. Honestly, | might 
be annoyed by 4shockblast’s joke 
maps, but still, nothing’s really ex- 
pected here. Nine Inch Heels submits 
her first contribution in a billion years 
with a sort of Cyberdemon convey- 
or map that was frustrating before | 
figured out the gimmick that still feels 
shockingly unique. Honestly, I’m not 
sure what the point of these projects 
are, other than for the participants to 
display their “mad doomin skillz” in 
as short an amount of time as possi- 
ble. Still, let me just shout out Meow- 
gi’s map for being awesome despite 
being a mere square STARTAN room. 
Chaingunners, Pain Elementals, and 
a Rocket Launcher. What could pos- 
sibly go wrong? 





@Tempest@ 
by AstroxX 


Plays in GZDoom. A slightly more 
than average sort of arena fight but 
doesn’t particularly stand-out ap- 
pearance or gameplay-wise. Diffi- 
culty does pick up nicely, though it’s 
really strange how there’s no visible 
(likely non-secret) plasma rifles after 
Map 01. Speaking of the maps, they 
are comprised of a stark, silver tech- 
base room, a sort of overgrown tem- 
ple with a few moats running through 
it, and the last one is basically pure 
temple with some demonic touches, 
with the main room making me think 
of the Level 3 Turok boss fight for 
some reason, despite this room being 
a lot more detailed. There are two 
more maps that each have a distinct 
setting of sorts. 


This is getting a slightly lower score 
than 
monster placement and teleportation 


it would otherwise because 


feels quite random in spots. What's 
the point of teleporting in pinkies and 
Imps in Map O3 for instance when 
you're about to have another huge 
tight upon the hitting of the central 
switch? The Pain Elemental near the 
end of Map 02 also felt completely 
unnecessary. Like if you want a quiet 
ending, commit to it or put a zombie 
in or something. All the same, it plays 
fairly well, just not my taste. 


SA One Rabbit Open Slay$ 


by Dreadopp & Lord_Z 


Boom-compatible. You see an ad in 
the North Pole Times from some guy 
calling himself Corey Cyberdemon, 
requesting a mechanical special- 
ist come and set up their tree lights. 
Well, you'll take gladly take any 
opportunity to slay some demons 
the heartless bastard that you are, 
so you cock your gun and head to 
the location notified on your coordi- 
nates. There’s some nonsense about 
UAC scientists too, but take a look 
around, they're all dead! 


The use of various tech-y OTEX tex- 
tures along with candy-cane poles 


adorned with the Heretic spheres 
paints a strong picture. Someone re- 
ally needs to put away the crates sit- 
ting outside though because they’re 
| The various little Doomcute details 
throughout the base such as lights 
waiting to be hung up and some 
adorable little computers can only 
add to that impression. 


It’s also not particularly easy: when 
you pick up the BFG mentioned in the 
text file, a massive ambush involving 
a metric ton of Imps and ol’ Corey 
himself, observing your every move 
through the computer in his office 
and just waiting for to grab the BFG 
because he wants a plasma hug! Too 
bad they slowly reduce his body to 
jelly, but he no do research. At least 
you get plenty of rockets for the Imps 
though. 


This isn’t quite the easiest place to 
navigate though. If you happen to 
tind yourself in literally any rooftop, 
investigate carefully. | missed the yel- 
low key for the longest time for that 


reason. Still, this is a great map, filled 


with mystery and perhaps some sad- 
ness from the reality you're going to 
screw over a guy who prepaid you.. 
oh well. 


#Pressing Matters# 
by Krecikdwamiljony 


Tested on limit-removing ports. A lit- 
tle simplistic for my tastes but quite 
hard. Could you’ve guessed that 
from the incredibly demonic appear- 
ance of the yellow volcanic rock? 
Well, this all in the middle of some 
dirt, but that’s quite irrelevant. Start- 
ing out you are underequipped and 
have to make your way to the struc- 
ture that gives the map its name. On 
the other end is a switch. This switch 
like all the others will spawn lots of 
enemies and an Arch-vile. Until the 
very last switch containing a berserk 
pack and rocket launcher nearby, 
you'll feel rather underpowered. But 
it you're looking for something short 
and brutally difficult, by all means. 


#The Green One# 
by Cheeswheel 


Limit-removing. At first appearance, 
this just seems like your standard 
Doom II techbase. And indeed it is, 
though Cheesewheel’s particular- 
ly unique detailing is on full display 
here. | really like the verticality of 
the outside areas, though it’s used 
in more subtle ways wherever slime 
happens to be found. Combat isn’t 
really anything to write home about 
but ammo and health balance is just 
about right. Not too much to talk 
about otherwise. Just a very solid 
map. 


@At Dawn’s First Light@ 
by HrnekBezucha 


Vanilla. Simple and unextraordinary 
but ultimately very solid soeedmap. 
There’s definite potential here — the 
Revenant/Hell Knight ambush be- 
hind the room where you found the 
Cacodemons was quite clever — but 
the visuals are overall a little bland. 
Still, it’s at fun. It’s just good not all 
of the Christmas cheer maps are like 
this though 


#Long Hair in Three Stages# 
by Enterim 


Set of 9 maps for boom. Starts out 
quite simple and speedmapish, be- 
fore going into more complex and 
less gimmicky territory around Map 
O04. Map 05 does this confusing tele- 
porting-puzzle gimmick thing that 
was god awtul with an even worst 
midi to accompany. Quality does 
improve by the next map, though the 
fact you only get rockets for much of 
the map makes things far more an- 
noying than they should be, and they 
overscale the outside area to such a 
ridiculous extent, you have to wonder 
it things should’ve been ended soon- 
er. No matter though, the last 3 maps 
are a tension-filled ride through hell- 
ish demonic caverns (and a crappy 
jumping puzzle in 7). Only serious 
problem is that teleporting Cyberde- 
mon at the end of the last map which 
requires far more patience than most 





people will have to take down. You 
can still blow up the circling Romero 
head but you might have to dodge 
rockets at the same time. 


MOST VISUALLY DIS— 
TINCTIVE 


$NecroforgeS 
by ZethXM 


Plays in GZDoom and requires the 
.pk3 version of OTEX. Basically, a 
sort of arena map, but one with total 
dedication to detailing, to the extent 
that newly-manufactured monsters 
will appear grey, like they haven't 
spent enough time in the vats. Mon- 
sters will also continuously trickle out 
from the yellow-liquid powered ma- 
chine in the center so you'll have to 
constantly stay on your guard. I’m not 
the hugest fan of these sorts of maps. 
But even though it could use some 
work, fights and placement mostly 
feel strong, with the only issue here 
you'll likely take far too much dam- 
age from hitscanners. Pushing the 
switches to turn on more machines is 
such a nice touch. When you shut the 
machine down, all spawned enemies 
are hereafter killed, and you plunge 
into the heart of the forge, involv- 
ing a confrontation with some nasty 
guardians complete with silly Super 
Mario RPG music and sound effects. 


#Factory Town# 
by Orcsbreath 


Vanilla. Doomcute in spots. Tasteful 


use of cityscape. Tyson-focused and 
spots which are incredibly difficult. 
| don't know how to kill the Cyber- 
demon and exploring the store to 
the right of the start reveals no other 
answers. Doesn't really matter too 
much, but | was upset | couldn't find 
the chaingun. At least there’s a shot- 
gun though, because punching Ca- 
cos constantly is quite ill-advised in 
ports which aren't GZDoom. 


MOD OF THE MONTH 


SMORTAL Hud $ 
by MORTAL 


Vanilla. A very clean and unobtru- 
sive mod that reorganizes displayed 
information while leaving the center 
of the screen almost completely free 
to see while adding stuff like cur- 
rently active powerups. Experienced 
players may not necessarily need 
this. There’s no doubt that it'll keep 
you aware of your supplies whilst 
you pay attention to the enemies, 


WAD OF THE MONTH 


* 


Meowgi’s Practice Hub * 
by Meowgi 


Boom-compatible. An utterly brilliant 
idea, this purports to give you a num- 
ber of areas, each which allow you 
to practice a certain pro-speedrun- 
ner technique. 90 percent of players 
won't know or care about most of 
them, however who doesn’t want a 
better idea of how to rocket-jump? 
Or how to consistently two-shot Cy- 
berdemons whenever it’s possible? 
Speaking as someone who's real- 
ly had little opportunity to practice 
(as opposed to attempting at times 
where it’s never been convenient), 
this exercise is really useful in help- 
ing one get the timing down. That's 
just one example, but honestly, I’ve 
no interest in straferunning when | 
know I’m quite terrible at that. But 
you may not be, and besides, I’m not 
an aspiring champion speedrunner. 
I'm not sure how well you can refine 
your gameplay, but you'll have a 
better idea of techniques at the very 
least! 


@SatVrnVs@ 
by Act 


Vanilla. Set of fierce and perfectly 
adequate Christmas maps. Difficul- 
ty is rough off the gate and only in- 
creases with each map. The secrets 
are quite clever. Not much else to 
say. It’s visuals are more boring than 


act’s other set, but | hope they get 
better. 


Doom Badly translated 
by thiccyosh 


Vanilla. Mod that replaces the names 
of maps with names that were trans- 
lated from some unspecified foreign 
language back to English with some 
rather hilarious results. This has no 
bearing on the gameplay though. 


$Toxic Processing$S 
by Biff Dunderbuff 


Boom-compatible and requires the 
Community Chest 4 texture pack, as 
well as setting the ‘use passes through 
all special lines’ function to ‘yes’ if 
you're playing on a Boom-derived 
port. A NaNoWadMo submission, 
this is a techbase map with some 
impressive scale and tasteful use of 
slime, this one features a sort of BS 
secret not far from the start (that nets 
you a plasma rifle that makes things 
largely a breeze no less!) but oth- 
erwise there’s little to find fault with. 
Somewhat difficult from the get-go 
and and taking care to make sure 
every bit is occupied, it’s really quite 
hard to find fault with this. Final bat- 
tle’s an apocalyptic mess guaranteed 
to produce some highly entertaining 
infighting, despite some measure of 
claustrophobia. 


#Caronte# 
by Gaargod 


For ZDoom ports. Whaddaya know, 
someone makes their solo debut with 
a megawad that’s pretty damned 
good. Featuring several weapon 
sound effects replacement, as well 
as a replacement for the default SS 
sound into something perhaps a lit- 
tle more contemporary, along with 
a whole host of various foes cribbed 
from Realm667, this wad comes 
dressed to impress! Each map (cen- 
tered around a spelocation anyway) 
has at least 1 or 2 rooms that resem- 
ble its respective maps’ name! While 


seeming fairly laid-back initially, the 





Baron you encounter on Map 02 lets 
you know the mapper ain't messing 
around, to the extent that by Map 
O06, the monster count is 300+! Of 
course, that map isn’t massively dif- 
ficult, and monster counts tend to 
go up/down. And anyway, combat 
feels quite unsophisticated and de- 
pendent on large hoardes. The fact 
remains that if you're looking for 


something similar to Hell Revealed 
that isn’t butt-ugly, you could do far 


worst. Please check this one out! 


RUNNER-UP 3 


$Dartagur Dungeon$ 


by DoomRevolver 


For GZDoom. Telling us once again 
that mothers make good fathers, 
Doom Revolver returns after a pe- 
riod of months with yet another ex- 
ploratory sort of map, utilizing OTEX 
textures to create a sort of somewhat 
futuristic temple, but firmly placed 
within the hellish mileu, bolstered 
by the Quake II track “Descent Into 





Cerberon.” Ammo is plentiful, but 
there’s plenty of challenging fights 
and a cool, looping, nonlinear lay- 
out where you can approach objec- 
tives multiple ways. You get practi- 
cally all weapons very early. There 
are also some areas with damaging 
floors you'll have to examine care- 
tully for rad suits (not to mention a 
secret you'll need a rad suit you'll 
likely acquire much later for). Be on 
the lookout for occasional flame jets 
and largely transparent monsters. 
They’re not a huge deal but they do 
exist. The end arena is also quite a 
nice place — several Cyberdemons 
and Revenants in a cage surrounding 
the final room. Still waiting for Doom 
Revolver to release something of less 
than high quality and so far it hasn’t 
happened! 


#Voivorbs: Exercise in Ad- 
vanced Metafuzzics# - 

Vanilla. The creator of the rather 
interesting Adolf in Hell returns with 
this experimental effort which asks 


the question “how much fun in Doom 
can you have with a limited arse- 
nal?” It turns out in this case quite 
a lot! Though UV Maxing is frankly 
quite discouraged (you'll see why 
it you play it). 14 maps of largely 
simple layouts, with gameplay that 
you'll either love or hate most likely. 
Maximum health is increased and 
ammo amounts are, the words of 
Ricky Caldwell “..no more bullets.” 
To cruelly taunt you, all hitscanners 
are placed behind invisible walls 
which you cannot walk behind. This 
greatly limits your strategic options 
to one or two weapons a map for 
the most part. Still, its fast and chaot- 
ic and sure to provide a jolt to those 
who like a kick in the teeth. Grant- 
ed, the shaded Arch-vile near most 
map’s exits can get rather annoying, 
and they start to appear in greater 
numbers in the more expansive and 
interesting maps in the last half or 
so. There’re a few maps that recall 
Mayhem 2020 in the prevalence 
of blood-related themes. Awesome 
stuff. 
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